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"There is no disaster greater than taking on an enemy 
Too easily, Sc? doing nearly cost me my treasure, Thus 
01 two sides raising anus against each other, it is the 
One that is sorrow-stricken that wins." 

— Lao Tzu, Tao Te Ching r Verse LXIX, Book Two 
A body shattered the window just as Delink Savitch reached for 
the doorknob. Cries of shock exploded from insrde the bar, Dehrik 
Cursed. Behind him, Ns partner's leopard, Shade, bristled. 

Panlara crouched beside the fallen body, now crumpled in a 
guttered heap. "He's alive," she told Dehrik. Inside the bar 
something wooden splintered. Bodres thudded to the floor. 


“Sounds just like home." Dehrik shook his head, reaching again 
for the door. 

"Dehrik," Pantara warned, ■'Remember your temper. We've got 
the tournamnet tomorrow. We need you in the ring, not in jail." 
"I'll be fine," Dehrik assured. "Coming?" 

“Need to ask?" 

The fighters stepped inside... 

Rotating tans faintly tried to stir the clouds of cigarette smoke. 
"Who's next?’ bellowed a tall man in shades and a trench coat. 
Two groaning patrons lay at his feet Bits of broken table littered 
the Floor. The tall man's eyes sparkEgd blue behind his shades, ft 
was an unnatural blue, like electric fire. The other patrons sat 





frozen. 'Wimps." The tall man's voice dropped contempt. "And you 
call yourselves warriors? ] call you garbage!" 

The tall man grabbed another bar patron, seemingly at ran¬ 
dom, and lifted the old man out of his seat with one hand until the 
old marts feet dangled. The tall man drew back his free hand, 
preparing to throw a punch as he grinned at his chosen victim 

■[ think,; Dehnk coolly interrupted, "(hatyou owe these folks an 

apology," 

‘And a new table," Pantara added. 

Her leopard growled In affirmation. 

The tall man turned, slowly, throwing the old man aside like a 
forgotten plaything. Blue sparks danced behind dark glasses. "So 
one of these jellyfish has a tongue, 1 tie said as he appraised 
Delink and Pantara. "1 know you! You're Dehrik Savitch, the gutter 
brat of Brooklyn! 1 

Dehrik swallowed, The jibe hit hard. Anger flashed through him. 
"Excuse me," he replied, loss steadily than he would’ve I iked. Tm 
not sure I understood that." 

Til use small e r word s so you 1 ! I u nderstand." The ta II man's grin 
was a sneer: "Beat it, kid. Fighting is a man's game. Punks got hurt. 
Punks die." 

“Maybe." said Dehrik, "you'd like to give me a demonstration?" 

"Chill, Dehrik." Pantara touched his shoulder, Shade's growl 
purred beneath the fighter's words. "He's trying to fife you," she 
whispered. 

“The brat's got a girlfriend," the tall man mocked. 'Cute outfit," 

Pantara unconsciously smoothed the tigerskln outfit she wore 
beneath hor own overcoat. J l killed something a lot stronger than 
you to got it." She met his gaze. "If you've got a problem, settle it 
in the ring tomorrow. Otherwise, scram. 1 

"I don’t think so.' The blue-eyed fighter grinned wider as three 
others just like him emerged tram the barroom shadows, each 
clad in blue suits, shades and leather Ireneh coats. "Me and my 
friends came here to have some fun. We will.., over your dead 
bodies." 

Dehrik sensed other patrons edging away from the eye of I he 
coming hurricane, "No need to trash the bar," he said. Bon Gath the 
cool words, Dehrik felt battle rage rise. Ft tasted bittersweet, 
friendly and familiar. "Let's move this outside." 

‘Lei's not," replied the tail man. Behind his grasses, sparks 
danced. “A tidbit like you won't take any time at all" 

k Big words," Pantara shot back, gliding between the mien. 
Shade snarled at the other men Dehrik settled into a fighting 
stance "Sure you won't reconsider?" 

"Reconsider this," another hlue-eyed warrior growled as he 
closed on Dehrik. 

The tall man struck with the speed of a cobra, but Dehrik was 
even faster i lis spinning kick sent the big man out the broken 
window. 

From the corner, Shade spat and leapt at the other three. One 
of the blue-eyed newcomers slashed at the leopard with a knife- 
hand blew that knocked the big cat sprawling, Pantara whirled as 
a knife flung by a scar-faced loser nearby flashed by her face, 
Honor, apparently was for the ring, not the street. Pantara vaulted 
I he table and kicked the man backwards into the wall as Dehrik 
screamed a war-cry and charged the men in blue 

The crowd exploded into action. Bystanders scattered 
gawkers pay to watch blood spill, not to spill it themselves— but 
there were pienty of other brawlers hanging out in the bar and 
waiting for the tournament. Street Fighters and thugs jumped into 
the cyclone. The bar look the worst Of it. 

Something's wrong. The thought nagged Dehrik as he waded 
through the melee. Vision became a tunnel; hot breath seared his 
throat. Stoner, Dehrik's mentor, shouted warnings deep inside, 
below the swirling rage that drove him from brawl to brawl. This 
barfight was tike old times. Dehrik was in his element, forgetting, 


in the haze of battle, his wish for something better Don’t throw 
your work away. Stoner cautioned, think! Bloodiest washed his 
mentor's old advice from his mind. 

Pantara traded shots with one of the blue-eyed newcomers. His 
glasses were gone, and blue fire blazed openly tram his eye 
sockets. "Dehrik." she shouted to Dehrik, "watch your back!" A 
good-sized knife whistled by, slashing past his head as he spun, 
Steel was out. Things were serious. Dehrik clawed for his own 
blade, and then remembered lhal his packing days were through 

The scrap became a violent whirlwind without honor, skill or 
glory. Each fighter had an ugly side that boiled to the surface, and 
the blue-eyed men ate the rage like candy, spitting it back into the 
combatants' hearts The sounds of hands smashing tables and 
shattering glass mixed wilh yells of anger and agony in a wild 
storm of sound. The blub-Gyod warrior who'd picked the fight was 
back. Glass stuck to his jacket like crazy diamonds, and he 
blindsided Dehrik as he was finishing off a knife-thrower, Dehrik 
staggered, but luckily Pantara leapt between the two men, lashing 
at the tall one. 

White-hot Chi surged through Dehrik's body, blasting aside the 
throbbing of the tall man's blow. Kill him, a new voice suggested 
as Derhik shook the pain away. It was cold, this voice, and 
painfully calm. Stoner’s warnings were drowned beneath it. Dehrik's 
red rage turned black. 

Pantara's kick made the tall man laugh. Dehrik chilled at the 
sound. The tall man baited Pantara aside and closed with Dehrik, 
whose fury grew as they traded blows. Dehrik Savitch could lake 
punishment, but the tall man seemed impervious to pain. Dehrik's 
lungs strained; his heart thundered. Sweat plastered hrs t-shirt 
against him, A few missed feints, a few solid shots and Dehrik’s 
rage were the only things keeping him going. His self-control was 
history— his Chi was wild, his technique was shot and his focus 
was gone 

Kit! him, the voice repeated 

Dehrik's shot to the throat was pure back-alley, dishonorable 
as sin. It connected with a wet sound, and the tall man lost his 
smile. The fire in his eyes died with him Deep inside. Dehfik 
sickened. Stoner would've wspt, but street-killer instincts re¬ 
joiced, 

A sudden, dizzyrng brow knocked Dehrik sprawling. A smooth 
wave of calm brushed aside his fury, “Yours is the rage without 
reason." The voice had a peculiar Indian accent. "Stay down, or 
I must harm you." 

Dehrik glanced up mto the blank eyes of Dhaisim, the World 
Warrior who could attack from nowhere. On the floor beside them, 
bright blue fire raced across the body of the man Dehrik had just 
slain. The fire consumed the body, leaving only a smoking 
skeleton, Across the room, Dehnk heard Pantara s battle-scream 
and heard glass shattering. Still, he couldn't turn away from the 
haunting scons of the smoking skeleton beside him. 

"What in hell?" His rage gave way to Dhaisim's calm. 

“Hell isn't a bad term for it," said a young woman's voice. Dehrik 
ooked up into the dazzfing eyes of a Chinese girl in a trench 
coat— Chun Li, another high-powered World Warrior. Dehrik 
groaned in pain and recognition. Were they here for the tourna¬ 
ment? If so, the team of Savitch and Paniara had already lost. 
Would they take him down for murdering the tall man? Dehrik tried 
to rise and couldn't. 

You Pitf not listen . said Stone r's voi ce. Your dreams are nothing 
now. Dehrik sagged, cursing, injured deeper than the flesh. 

“Come on, get up!" Chun Li tugged Dehrik's arrn. "We have to 
go!" Off to the side. Dhaisim and Pantara finished off the last 
combatants. Bodies littered the floor. Most of them were barely 
breathing. The bar was a total loss. 

Dehrik tried to stand again, but weakness and cam crushed 
h'm to the floor, He cursed vividly as he struggled. "Quiet," Chun 
l i admonished, closing her eyes and lightly touching his temples. 
He complied, even as sound of police sirens outside grew louder 



“How is he?" Pantara asked, crouching beside them. 

“Jt was the Poison Haze," Chun Li affirmed. "He isn’t too far 
gone. He'll recover/ 

'What's 'poison haze?"' Pantara shot back, 

"Dhalsim calls it 'Dark Chi'," replied the World Warrior. "The 
Revenants can corrupt a fighter's Chi, turning it into a force of 
anger instead of harmony/ 

"Lovely," Dehrik muttered- Shade roughly licked his forehead. 
"You gonna survive?" Pantara mopped blood from Dehrik's 
face. 

Ho grinned, then grimaced, "I feel like tVe been gargling with 
glassf 
'“You'll live." 

"Good." 

Sirens, screamed in the distance, growing closer, "We'll talk 
elsewhere." said Chun Li. turning la Dhalsim. ‘We must go?" 

"What happened to mo?" Dehrik asked as Pantara bundled him 
across tier shoulders and followed the World Warriors through (he 
shattered door. ^ 

"Have you ever heard of Shadoloo?" asked Chun Li. The young 
fighters shook their heads. "They’re corrupters," she continued, 
her voice hard, "spoilers, criminals, terrorists, murderers and 
worse/ 

"Nice guys;' Pantara muttered. 

"Those guys back there work for them?" 

‘Yes," Chun Li replied. "They are Revenants, Lord Bison's 
heartless servants of lerror. I hey infected your Chi/ 

'How?" Dehrik could stand now, but barely. 

"You allowed them to poison your Chi with yourown bitterness." 
said Dhalsim calmly. "The Revenants brought your inner anger to 
(he surface, then fed it with their own psychic toxins/ 

"Why'd they start with me?" 

“You are well known for your anger as wait as your skid, Dehrik 
Switch/ said Chun Li "Perhaps they planned to corrupt you 
before the tournament tomorrow, or perhaps Itie wanted lo goad 
you into hurting or killing someone important to you/ Savitch and 
Pantara glanced at each other. "Bison gathers power from the 
warriors he corrupts, and he takes them in to work for Shadoloo/ 
The streets were dark and stick wi|h rein. Blue fight strobed 
from glistening puddles, but the police were far behind. "Who's 
this "Bison'?" asked Pantara. "and what does he want with the 
tournament?" 

"... and where can we find him?" Dehrik added. 

Chun Li smiled without humor. "Are we allies, then?" 

‘Got that right/ he rasped, “I want a crack at him," Beside him, 
Pantara nodded assent. 

Dhalsim regarded Dehrik evenly: "You must control your rage, 
warrior, ft endangers each of us when it is untrained." Dehrik said 
nothing. "I can help, if you wish to learn," the master offered. 

“J do/ 

"Sounds like a marriage/ Pantara cracked 
‘Perhaps ii is." said Chun Li. 









“Attack when they are unpreparedantj not expecting it and you 
wifi surety win. This is the essence of martial arts, to be kept secret 
and not divulged." 

—. Sun Tzu, The Art of War 

Sai feit the evil from a distance, across the cool expanse of sea. 
Mriganka— fetid jungle, shark-infested waters, steep mountains 
carved into monuments to M. Bison's vanity. A rough job. Maybe 
impossible. Sai scratched her ear through her ninja mask and 
thought. 

-Any ideas?" asked Dr. Holocaust, squatting beside the ninja. 
Across the water, a ftock ot sea birds took wing. 

'None at the moment ," she replied. "I'm thinking ." 

‘The Pugilist said he got in al! by himself " toe Doctor offered. 
Gnats swirled beside him. His huge hand swatted at the insects 
The ninja stitfed his hand. 

Tug says a lot of things ." Her tone was cool; her gaze was 
distant. She turned again to the island. "Uh-oh f w she whispered. 
“Whatr 

"Were surrounded ." 

"How do you know?" toe Doctor replied. 

The first spear bit the ground at the Sal's feet. The second 
missed f iolocaust by inches. The third grazed him as he sprang, 
catlike, from his crouch. Sai planted a leaping kick into a madman s 
chest as he burst from the surrounding brush , His companions 
were close behind: their ambush was ruined. War-cries rang 
above the nearby surf. 

Tricky devils ," Dr. Holocaust rasped, snatching a spear from 
an incoming jungiemen as he tossed another from the cliff to the 
ocean far be/ow. 


Welcome, warriors, to the product of M. Bison’s mad dream. 
Welcome to Shadoloo, the empire Of corruption. From the garvg- 
haur i ted shadows of Chicago to the twi sted hal Is of Mriganka, from 
London bioodpits to the training! grounds of the Spanish Ninjas. 
Shadoloo wrings misery from the common man's soul Endless 
crimes feed a hydra so evil that only the most noble warriors have 
the strength to resist such a loathsome entity. 

M. Bison's empire writhes behind the scenes across the globe. 
In the world of the Street Fighter. Shadoloo controls a good portion 
of organized crime, governmental corruption and the street fight¬ 
ing arenas. Although these crimes existed long before M. 8ison r 
his charisma, psychic power and fighting prowess have forged an 
alliance to exploit human evil as no criminal empire has before. In 
o little over a decade, Shadoloo lias become the largest criminal 
organization the world has ever known, combining syndicates 
throughout the world into a single entity, The immense profits from 
this gargantuan empire fuel Bison's lust for world domination, 
riches and personal glory, allowing him to slowly warp the world to 
fit his own twisted vision, 

Lord Bison is not content with merely mastering ihe world 
through Shadoloo, He is also obsessed with bringing down any 
hero who embodies nobility and honor, especially Ryu and the 
other honorable World Warriors. Their goodness mocks him; (heir 
ski II taunts him; their glory defies him. To this end. Bison pulls Street 
Fighters into Shadoloo as pawns to combat honorable Street 
Fighters of every division and rank. Bison will never end his 
crusade, and he continues to direct his empire’s resources 
inwards ihe task. * -j l( y 

Street Fighters can clash with Shadoloo in any number of 
ways; agents of ihe empire infiltrate every kind of crime. These 
crimes have their victims— and their avengers. Many Street 


m \'m afraid this place is gonna be full of surprises ," Sai shot back p jgpters have Ion g-stand i n g g rudges agai nst S ha doloo. 
as she dodged another spear thrust 





Although this criminal empire hugs the shadows, the interna¬ 
tional police organization called Interpol Mas discovered some of 
its sec rets and seeks to bring Bison to justice. Despite this, Bison's 
diplomatic immunity through his internationally recognized coun¬ 
try of Mriganka limits Interpol's ability to strike at the heart of 
Shadoloo. Therefore, some Street Fighters may find their way into 
Interpot's plot, either as unofficial agents of Interpol, unwitting 
spies, sudden recruits or curious bystanders. 

Despite its power, Shadoloo is not without flaws; within its 
ranks, gang lords battle each other, As!heir profits spiral off to 
the remote island base off the coast of Thaiiand, many gang¬ 
sters hire mercenary fighters to take out rivals, sabotage 
competition and divert Shadoloo's attention from impending 
rebellions within their ranks. Weakness cannot be shown to the 
"masters of the pyramid", and the fight to reach (he apex is a 
fierce one indeed, 

Many less honorable Street Fighters sell out to Shadoloo. 
Some warriors seek Gash or glory, while other fighters suc¬ 
cumb to desperation or despair. Worst of all are the corrupted 
Revenants, soulless minions who stalk the world's arenas in 
search of new recruits. Shado loo's army of Street Fighlera aids 
the Bosses and Overlords of this empire of pain. Honorable 
warriors have no choice but to stand against them. 

These reasons can guide your players into a conflict as 
dramatic as ft is dangerous. There is a war against Shadoloo... 
one that must be foughi to the death! 

Hour To Use 1ms Kook 

Secrets of the Shadoloo is a sourcebook for the 
Street Fighter Storytelling game. Here, the agents and 
ruler* of Shadoloo, the nation state of Mriganka and the 
pyramid of powor that runs Shadoloo all stand revealed. We 
recommend that players read no further. Storytellers should 
create or change details to suit their own story groups. Many 
areas of this book have been left vague for the Storyteller to 
embellish as she will. 

Oomtcnts 

Chapter One: Poison Haze 

A brief (ale of one team’s clash with !he Revenants 

Chapter Two: Into the Heart of Darkness 

An introduction to the book and a look at Shadoloo’s glob al 
organization. 

Chapter Three: Shadoloo Warriors 

Full descriptions of M Bison. Sagat, Vega and some of 
Shadoloo minions 

Chapter Four: Mriganka 

A trip through the fiendish halls of M. Bison's island strong¬ 
hold 

Chapter Five: Shadoloo Adventures 

A list of Chronicle and Story ideas to help you design your 
own Street Fighter adventures based on the fight against 
Shadoloo 

Chapter Six: Tourist Trap 

A ready-to-run adventure— can the players survive a trip 
into Vega's arena? 

^ Wow of Explanation 

Shadoloo is, of course, fictional. Unfortunately, some of the 
miseries this fictional book atlributes to it are quite real - Keep 
in rnind that Secrets of the Shadoloo is a game supple¬ 
ment, not a depiction of real-life conspiracies. We at White Wolf 
do not condone, glorify or dismiss the crimes in this book. Our 


intention is to provide a villain worth fighting, Perhaps by 
battling an imaginary source of evil, we can empower our¬ 
selves to stand against real-life injustices, 

Th£ Pyramid of Pwe* 

“The point is, ladies and gentleman, that greed is good. 
Greed works. Greed is right. Greed clarifies, cuts through and 
captures the evolutionary spirit. Greed in all its forms, greed 
for Site, money, love arid knowledge has marked the upward 
surge of mankind...'' 

—G. Gekko, Walt Street 

Shadoloo stands solid and immobile, a pyramid of misery 
and exploitation. The hierarchy of Shadoloo utilizes the leg¬ 
endary power of the ancient three-cornered design to remain 
stable in the face of internal and external conflict. 

At the bottom of this dark pyramid lie the gangs, small opera¬ 
tors tunneling thoir ill-earned gains up the ranks to theimaster, M. 
Bison. The base of the pyramid is broad; illegal activities in nearly 
every civilized nation form the foundation. Money and power flow 
up this pyramid to its apex, The island of Mriganka and the Throne 
of M, Bison, To topple its Dark Master, one must either scale the 
pyramid or destroy it from within. 

Many have tried. None have succeeded. 

fitJ of Cme 

The crimes of Shadoloo are many; drug trafficking, slavery, 
governmental corruption, vice, extortion, murder-tor-hire, black- 
market weapon and technology 1 rede, ecological profiteering and 
outright theft. Crime feeds on the weaknesses of humanity. In the 
dark werld of the Street Fighters, crime has become such a 
booming business that Shadoloo takes limitless funds from its huge 
money-making enterprises. At each level of the pyramid, the 
underlings of Shadoloo skim a bit of the profits for themselves. Even 
still, tremendous sums of money flow into the vaults of Mriganka. 

M. Bison understands greed: by allowing his underlings to 
snatch at the endless cash flow, Bison keeps their hands at 
each other's throats instead of his own. While the underlings 
squabble, Bison stands at the top of tho pyramid grinning at the 
fools around him. 

PVES Of THE PVWMIH 

As he stepped inside the darkened boardroom. Dr Holo¬ 
caust spied the pyramid chad lit by LED outlines. Each corner, 
each successive layer on the graph, was illuminated by blood • 
red traceries on a glossy black wail. u My God . T thought Dr. 
Holocaust as he scanned the ranks of Shadofoo's empire. 
“How can we stop them? They're so big... “ 

Blinding light exploded from overhead Dr. Holocaust gasped 
in surprise and scrambled for cover as machine-gun fire 
ripped the display apart. 

“Such a pity , * a waspish voice buzzed from a nearby 
speaker. Three thugs waded through the gunsmoke.. kicking 
chairs and tables aside “ Tha t pa net will cost a pretty penn y to 
replace " The speaker-voice laughed as Dr. Holocaust dodged 
another fusillade. "Step lively\ Street Fighter? I want first prize 
at the 'Candid Death' vfd-fest at the next council meeting, and 
t intend to get it any way I cant* 

Shado loo's pyramidal power slruclure is rigidly divided into 
different classes of criminals The layers of command range 
from the gangs who work the streets to the Dragon Trial and 
Lord Bison. 




Tne Skc ot me Pmmt 

Ga ngs of s tree! cr imi nals com pose the ranks ai the pyramid ' s 
base. These desperate men and women rob, cheat, threaten 
and kill anyone in their way. Though many of them believe they 
serve only their own destiny, these operatives are mere pawns 
tor the Bosses. Gang leaders take a share of the profits and 
then pass them on to these Bosses, whose influence over local 
law enforcement and political groups allow' the gangs Leeway 
to conduct their activities. 

Shadolon's poisonous influence spews forth as these gangs 
harvest the trues of crime: prostitution, drug smuggling, extor 
Eion, robbery and violence-tor-hire. Hired muscle comes from 
these ranks as well— fo f a minimal fee. any one of these gangs 
can supply an army of toughs to assault the ranks of the self- 
righteous. By using the gangs to do their dirty work, the Bosses 
avoid the scrutinizing gaze of the public world and the long arm 
of the law. 

Many street gangs refuse to follow the dictates of their 
Bosses. These renegades either rebel openly or obey orders 
their own way and then pin the blame on somebody else when 
the Bosses get wise. Many small packs of street toughs 
operate an their own without ever attracting the Bosses' notice, 
but increasing notoriety brings the assistance of Shadoloo. 
Perhaps a gong leader needs a “get out of jail free" card or 
urgent medical attention, Maybe a small gang needs a big 
favor ]o 3 land against a larger rival. Often, the local Boss 
simply sends a group of onf oncers to "reason" with a prominent 
gang. Leaders who refuse usually don't last very long ., 


TW£ Eo$$£5 

The nexl liar Of M. Bison's monument to crime includes the 
Bosses, powerful gangsters who control crime in their ap¬ 
pointed territories, Some of these Bosses are simply men and 
women ruthless and clever enough to sculp! out a power base 
in their home towns. Others are powerful warriors, would-be 
Street Fighters who rule their underlings by force and fear. 
Either way, Bosses are hard to defeat, and if one goes down, 
another quickly rises to take her place. 

Mosl Bosses control a I own or small City, Larger cities can 
have a number of Bosses who spend most of theirtimg fighting 
each other. Each Boss commands a small fighting force— 
gangsters, ninja, secret agents or mercenaries. These Bosses 
answer to a regional council that dictates policy, collecls 
“earnings" and resolves the frequent territorial disputes be¬ 
tween Bosses, 

Most Bosses lead smalt organizations, such as Yakuza 
gangs or Mafia families, but some Bosses control very little 
territory white running important organizations for'their Over¬ 
lords. Such Bosses might oversee a house of ninja assassins, 
a group of political espionage agents ora crew of nomads who 
ship illicit goods between different territories 

It bears mentioning that Sagat, Vega and Balrog are tech¬ 
nical ly all considered Bosses within the organization of 
Shadoloo. In actuality, however, the three World Warriors are 
highly respected and feared by everyone in the Shadoloo 
chain of command and report to no one except Bison himself. 
They will coordinate their activities with the Overlord and 
Dragon they technically serve, but they do not accept orders 
from anyone but Bison. 









nlo the Heart of Darkness 
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Sagat control Is a small area outside of Bangok. but he 
basically spends his time practicing. Vega runs his assassina¬ 
tion organization out of Spain, and Balrog serves as the 
honorary Boss of Las Vegas. (Balrog lets other people handle 
most of the business and just cracks some heads when it's 
needed,) 


The Overloads 

Cloaked in secrecy, the Overlords work their evil behind the 
scones Of continental governments Each Overlord oversees 
dozens of Bosses, coordinating their activities to achorvo 
broader strategic goals end implement in g the orders of M. 
Bison or the Dragon That, individual Overlords control targe 
territories, such as the domain of the Qvortord of California, or 
even entire countries, such as the empire ot the Overlord of 
Brazil. 

All the Overlords meet every third month of the year. While 
there are thousands of Bosses throughout the world, the 
governing council numbers less than one hundred. Member¬ 
ship often changes with the disfavor or death (usually both) of 
various Overlords. 

Each Overlord is chosen (or disposed ot) personally by M 
Bison or one his hand-picked enforcers (Sagat, Vega or 
Balrog). Many Overlords are Street Fighters who obtained their 
position through sheer determination. The rest are unusually 
vicious and intelligent criminals who wouldn't last three sec¬ 
onds in a real fight, but are excellent at managing a particular 
branch of Shadoloo, 

Each Overlord reports to M. Bison at least once a year for a 
personal brietmg/meetirig/vacaliorVbrainwashing session. Such 
is Bison's psychic might that these brilliant paranoids ere 
completely under his control and don’t even realize it 

The Overlords avoid confrontations that might expose their 
deeds to scrutiny and their persons to assault. Instead, they 
command legions of agents and street thugs to do their 
bidding. The Overlords have access to the deadly Revenants 
and, occasionally, lo Bison’s World Warrior enforcers. 

Few underlings even know of the Overlords' identity, Some 
Overlords are rumored to have mystic powers or access to 
high technology, while others openly display their fighting 
prowess. The identities and resources of the Overlords are left 
dnliboratoly vague: the Storyteller should feel free to grant 
these characters Whatever powers and personalities she wants 
them to have. Their involvement In a Street Fighter adventure 
Should be something of a momentous event, and Overlords 
can become enduring villains in Street Fighter chronicles. 

The Dragon Tm 

The cornerstones of Shadoloo's pyramid empire rest on three 
continents: Asia, Europe and North America. Each of these 
continents is the headquarters for one ol the members of the 
Dragon That, the council ol three that repents directfy to M. Bison, 
Each member of the Tria l concentrates on a particular sphere of 
expertise while monitoring ail ot the general come in thejr region 
and keeping the Overlords who report to them in line 

Pocth America 

In North America, Shadoloo feeds from the immense wealth 
of the United States through theft and vice. By exploiting 
America's freedom, egotism, vanity and Insatiable hunger tor 
stimulation. Shadoloo reaps huge profits with drugs, cheap 
weapons, media manipulation and political graft. By poisoning 


the American Dream and sapping its vitality. Adrian Hearse, 
Dragon of the Americas, keeps Shadoloo's coffers furl and his 
pockets loaded while atlempling lo circumvent and destroy 
dictatorship's greatest foe The ideal of democracy. Adrian 
Hearse is charged with bringing North America to its knees 
through various methods of economic terrorism and crime. 

However, Ad rain also has a responsibility even more critical 
than bringing anarchy to North America. Adrian is responsible 
tor keeping a constant flow of scientific: genius flowing out of 
America's universities and Industries and into Shadoloo's 
employ. The Dragon of the Americas keeps Shadoloo on the 
cutting edge of technology through industrial espionage, brib¬ 
ery and the hiring of the best and brightest scientists into 
service for Shadoloo. 

Adrian selects scieniists whose degraded sense of morality 
is such thal they don't mind becoming "evil scientists" and 
accepting employment from a criminal empire. These scien¬ 
tists are shown the whole horrific splendor of Shadoloo and 
sent to Mriganka to toil. Other scientists, researchers who 
would resist employment if they knew the true nature of 
Shadoloo, are duped into 1 working for Shadoloo in any number 
of dummy labs $ei up under fake corporation names. 

Adrian Hearse 

Adnan Hoarse was the son of a Harvard law professor and 
a starlet known for her interest in the occult. Hearse estab¬ 
lished himself as a prodigy by ihe age of six, His talent for 
organization, leadership and bald-faced lyrng made him a 
natural for politics. After a promising start in school govern¬ 
ment, Adrian was caught in a scandal involving the death of an 
opposition candidate. Even his father could not save him, 










Adrian was convicted of a host of crimes and barred from 
practicing law. the stepping-stone of politics. 

After serving his time, Adrian signed on with a prestigious 
Wall Street investment firm, which he plundered for all it was 
worth, When the bottom fell out of the U.S. savings and loan 
market, he fled to Switzerland, where he invested heavily in the 
street fighting underground. His stable, the Black Dragons, 
made it all the way to Mriganka. Bison, sensing a kindred soul, 
invited Adrian into his organization. Adrian ruthlessly climbed 
the ladder of Shadoloo's power structure from then on, rising 
to hfs present rank as Dragon of the Americas. 

Adrian now controls all of the Western Hemisphere, from 
Canada to Argentina. In South America and! Central America, 
his Overlords manage drug trafficking, ecological profiteering 
in the rain forests and control of government officials through 
bribery and blackmail. In North America, all kinds ol crimes 
suck money into Shadoloo's coffers, insuring enough revenue 
to fund Shadoloo's technology branch, 

Finally. Adrian has managed to sucessUly insinuate himself 
into Balrag's graces, and he often gets the former champ to do a 
lot of enforcement favors. Adrian is careful to maintain this 
relationship. He's riot much of a fighter just a politician at heart, 

The European common market and political bullrings are an 
endless source of cash and amusement to Lord Stephen 
Montgomery, Dragon of Europe. From his base in England, this 
Sadistic baron pulls the slrings behind dozens of political 
factions, pitting them against each other while simultaneously 
encouraging a common economy- one he himself controls! 
The political infighting creates a market for weapons, medical 
treatments and political clout, while Montgomery's banking 
patrons funnel money into his pocket. The lord, a brutal 
aristocrat whose bbodrine stretches back nearly ten centuries, 
smirks at the headlines his actions cause— assassinations, 
riots, othnic vrofence, Insane taxation and government waste, 
He pities the "pathetic commoners" he has exploited. If they 
only knew... 

Lord Montgomery seeks to control Europe by loosening its 
purse strings. His minions perform all sorts of economic 
ma n i puial ion a nd out ri ght lerroris m. Crimes I i ke cou nterfeftin g, 
large-scale bank fraud and tabor union racketeering are the 
Dragon's large-scale projects. On a smaller scale, everything 
from armed robbery to bombings disable uncoorperatlve busi¬ 
nesses, 

Montgomery is also in charge of Africa, but in truth, he cares 
Iitile for what happens on the continent, since he sees every¬ 
one there as “savagos". This is fine with the Overlords of Africa, 
who enjoy the relative freedom Montgomery's handset atti¬ 
tude allows them. 

Lord Montgomery 

Lord Stephen Montgomery despised peasantry from his 
birth, As his ancestral lands were sold off to support worthless 
leeches living on the dole, Montgomery sank deeper into an 
almost Nero-like obsession with gladiatorial combat, pitting 
kidnapped punks against desperate winos for the pleasure of 
his decadent friends. On a journey to Bulgaria, Montgomery 
encountered both the pit-fighting underworld and the dark 
sorceress known as Sultana. With her aid, he tapped into his 
long-dormant ancestral powers of magic white swelling his 
vaults with income From a collection ct fighting stables. 

Sultana was one of the original Overlords. When she turned 
against Bison, Montgomery sensed a chance to advance to 
what he felt was his natural due: fealty to a worthy monarch and 
total dominance over worthless gutter trash. Sultana, a com¬ 


moner by birth, was worth little to a member cf the landed 
gentry. He betrayed her to Bison and “inherited" her power and 
position The tew servants that remain from that time say her 
ghost still haunls him, promising grisly revenge. 

Montgomery himself is not someone to be taken lightly, 
Whether the powers Sultana taught him are true magic or just 
new uses of Chi, his powers are effective. Shadoloo operatives 
throughout Europe and Africa attribute a great many powers to 
Montgomery. He is purported to be able to experience visions 
of events happening thousands of mites away, employing a 
power that keeps his Overlords from plotting openly against 
him. He is also said to be able to summon lightning Dut of a 
clear blue sky and summon hurricane winds to blast oppo 
cents. For now, these powers are merely rumors. 

Asia 


The ancient majesty of Asia is twisted by Tnat Dragon Tai 
Yuan, an evil woman whose thirst for knowledge is rivaled only 
by her cruelty. Through brilliance and ruthlessneps, Tai Yuan 
commands over a hundred secret laboratories throughout 
Asia. While street operatives and organized crime families 
shake down the oppressed common people, laboratories in 
China, Japan and the former Soviet Union labor to unlock 
mystic secrets throughout, the world. 

Tai Yuan's teams of mystics and traditional scientists ex¬ 
plore such phenomenon as the Marinas Trench, Tunguska, 
Easter island a nd even more popu lar sites, such as Stoneheng e. 
Field researchers bring back data and evidence to Tai Yuan's 
labs where mystics and scientists work side by side to under* 
stand the mystic forces of the world and bend them to Shadoloo's 
purposes. 

Tai Yuan has the arduous task of keeping the Chinese Triads 
and Japanese Yakuza clans in line,, as well as managing a 
cnminal empire from the Ukraine to the outbacks of Australia. 
Her commitment to pursuing myslie knowledge often blinds 
her from the machinations of her Overlords as they plot against 
each other and against her. So far, she has held her territory 
together, mainly by making brutally ruthless examples out of 
those who openly betray her. 





Both Adrian Hears a and Lord Montgomery have a special 
foathing for Tas Yuan and her teams Of mystic scientists, Fach 
member of the Dragon That keeps to his own pari of the world, 
except Toi Yuan's teams, whn have license from Bteon to roam 
the wortd exploring mystic secrete, Hearse and Montgomery 
both suspect Tai Yuan of using her teams to infringe on their 
power structures by taking secret side missions when they 
come to Amenca or F.jrope on "fact-finding'’ missions. 

Tai Yuan 

Tai Yuan, many say, was a Chinese woman of uncommon 
will who shattered the cultural stranglehold on her sex by 
becoming a top research scientist by the age of IB. She 
consumed volumes ot scientific theory and argued Circles 
around legions of wefl-educated professors before catching 
Bison’s eye with a prototype of the GattNng Mind Cannon, one 
of the insidious weapons now used to guard Mriganka. Her 
drive to exceed Ihe boundaries of known science led her to 
study mystic metaphysics and psychic phenomena at Bison's 
side. 

Tai Yaun's teams of amoral geniuses, sages of both mystic 
and technological lore, comb the globe searching for other 
fragments of the meteor that fuels Bison's power. It is said that 
she keeps a large piece of her own fragment in a crystal case 
in her home quarters, deep below the ground Nn one knows 
for certain (except Bison, of course) if this fragment exists. 

Th£ of Hmemv 

Unity 

G n e seg ment of Shadol oo tai Is outs id© of the pyrami d powe r 
structure, Only a few years ago, Bison was persuaded by one 
his followers, a priestly man named Aka lahn. to establish a 


false religion in the world. After the despair caused by Shadoloo 
alone, there were plenty of downtrodden people throughout 
the world who were desparat© for a ray of hope, and Aka Zahn 
wanted to nil the need of those wasted, burned-out wretches. 
Bison agreed, and the Order of Heavenly Unity was estab¬ 
lished 

Since U establishment, the Order has rapidly grown. It has 
“temples" in almost every major city in the Americas and Africa, 
tt is catching on slower in Asia and Europe, but still has 
established a foothold there. 

The Order is directed by Aka Zahn, who fields me office of 
Archtheon. Reporting to him are hundreds of Theons, the self- 
proclaimed prophels and leaders of the Order. The Theons 
travel to new cities and establish cults there, then rapidly begin 
to entrench themselves in the city, founding a temple there and 
building a base at followers. 

The Order preaches a wide variety of psuedo-religious, pop 
psychology gooblety-gook, all of which was invented by Aka 
Zahn and the Theons to appeal to the wayward youth of the 
world. The Order espouses that the world must prepare itself 
for ihe coming of a now age, where beings who left Earth 
thousands of years ago will return once again to reunify all life, 
Only those who embrace a new way of thinking will survive the 
coming of the new ag© and the return of those beings. The 
Order has been very successful in getting its message out on 
the airwaves and publishing theif propaganda in countless 
books. 

Anyone who falls tor the subtle brainwashing of the Theons 
will be adopted as a new Child in the Order of Heavenly Unity. 
The Child is then expected to do whatever the Theons say to 
prepare herself for the new age. The followers ot the Order 
proudly go about recruiting new members, but they are also 
involved in many kidnappings. It is common for the Order to 
kidnap prospective now members and send them to other 







chapters in faraway cities. There, the new member is isolated 
and brainwashed into becoming part of the Order. By the time 
authorities or parents find out what happened to their loved 
one, the kidnapped person has become a believer in the Order 
and will claim that she went willingly into the Order. Thus, the 
Order has yet to be charged with kidnapping, and all the while 
its demented membership grows, 

powefc Paines 

" When one fights an opponent and it appears on the surface 
that he has been defeated, if his fighting spirit has not yet been 
eradicated in Ns heart of heads, he wiif nol acknowledge 
defeat." 

— Miyamoto Musashi, The Book of Five Rings 
Tai Yuan's bod was luxurious, Put her sleep was uneasy. 
Each creak of the hardwood floor, each rustle of the wind in the 
branches became another warning of impending death. Mad 
mercenaries from Foxworth? Ninjas from Kitsumo? Biue-eyed 
killers from Bison himself? Betrayal was a fact of life in Shadoloo T 
and each night held many terrors... 

Crime breeds mistrust. The various factions in Shadoloo's 
pyramid watch their own backs while keeping a ready knife at 
everyone else's, The delicate balance of power is maintained 
through misdirection, intimidation. M. Bison's psychic gifts and 
Bison’s heavy-handed friends— Sagat, Balrog and Vega, 

The constant shift in Shadoloo's ranks keeps the lower 
crooks In line while rewarding loyalty and cleverness. It serves 
another purpose as well: a steady influx of new blood. With the 
rapid turnover within Shadoloo's pyramid, Bison avoids the 
stagnation that comes with too much stability. Infiltrating the 
group is difficult, as Interpol knows, and focalized attacks do 
Iritis lasting damage to Shadoloo as a whole. 

Smart Street Fighters can exploit the Ireachery within 
Shadoloo to bring down gangs, Bosses or even Overlords. The 
system, however, heals itself. Unless some huge blow cripples 
the whole organization, Shadoloo quickly replaces any losses 
it may suffer. Although Shadoloo appears fragile from the 
outside, its flexibility allows it to withstand assaults that would 
cripple another organization. As Musashi has said, as long as 
on enemy retains the will to fight, he can never truly be 
destroyed 
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"Our field agents are experiencing a common problem; not 
only does Shadoloo have political clout all over tbe world ', but 
when it comes down to outright infiltration, our agents are going 
in armed to toe toeto and getting their asses kicked by Shadoloo's 
enforcement teams of martial artists. Only a handful of agents 
are willing to accept 'unofficial' Shadoloo assignments any¬ 
more because they've seen their friends wind up In hospitals 
and morgues loo many times- w 

—Hefnrick Klausmann, Interpol District Captain 
(quoted unofficially) 


Still. Bison's psychic powers cannot be everywhere at once, 
and sometimes Shadoloo will choose force over psychic per¬ 
suasion, especially against rogue crime syndicates who still 
resist Shadoloo's control. Bison has many enforcers at his 
disposal who are all too eager to I nstruct throug h violence those 
who will not bow to Shadoloo. 

Bison himself rarely becomes involved in violent acts perpe¬ 
trated by Shadoloo. He prefers to send servants to enforce his 
desires. Often, one of his World Warriors— Sagat, Vega or 
Balrog— will' work with a team of Shadoloo thugs when Bison 
wants to make a strong show of force Normal missions are 
handled by dans of Shadoloo-controlled ninja, street gangs, 
Shadoloo Street Fighter teams or special servants of Bison, 
such as the Ffevenariia. 


Most of Shadoloo's true power in the world comes from its 
insidious ties to every major government. By using his psychic 
powers, Bi$on can direcl his trained minions to prey on a 
politician's worst fears and fondest desires. Blackmail, intimi¬ 
dation, bribery and outright mind control are all tools used by 
Shadoloo to keep politicians and industrial leaders under I he 
criminal empire's control. Bison prefers to influence others to 
do his bidding rather than achieving his megalomanical de¬ 
sires through an outright show of force. 


Shadoloo World Warriors 

Presented below are full state for Bison. Sagat and Vega, 
along with a description of their martial arts styles. Ler Drit, Thai 
Kickboxing and Spanish Ninjitsu. Balrog and his style of Boxing 
are detailed in Appendix One of the Street Fighter rutebook. 
Players are free to create warriors who know Thai Kickboxing or 
Boxtng. However, the Storyteller should restrict players from 
taking Ler Drit or Spanish IMinfitsu as a Style, Since these two 
martial arts are only taught by Bison and Vega. 
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Looprer j: Shadoloo Harriers 





Special 


^miCUVE 

I Clinch 

| Ducking Fierce (i) 

| Hyp fi r Figt f'5) 
Spinning Knuckle (3) 

Kick 

Double Dread Kick ( 4 ) 
^y J ng Knee Thrust m 
Forward Fiip Knee f3 j 
Forward Slide Kick (2) 
Scissor Kick (3) 

Sfide Kick (£) 

Stepping Front Kick ft) 


Block 

San He (3) 


Grappling Defense f 4 ) 

JlTirr K * 


I Focus 

| Cobra Charm (3) 

Mind Control fS) 

M j nrJ Reading f3) 

Psycho Crusher(5) 
Psychic Rage ( 3 ) 
p syohic Vise (4) 

Psye>,akinetie Charme/m, 
degeneration (£} 
Stunning Shout (3) 
Telepathy (2) 


Lee Drtt 


Ler Drit is M. Bison's own unique fighting style, one that 
combines Soviet assassination techniques, powerful jumping 
movements and Bison's own dark psychic powers. LeT Drit is 
never taught to anyone outside of Bison’s organization. Its 
effectiveness is without dispute. However, learning this style 
is no easy task. Its tolls, on the body and mind are enormous. 
Casualties in class are not uncommon, Students who can’: 
handle Ler Dribs physical training usually die, and those 
whose minds snap under the strain of the psychic training turn 
into soulless Revenants. 

M. Bison has been practicing and developing Ler Drit for 
nearly 15 years now. He is continually improving the style and 
adding new techniques. This is yet another reason for his 
involvement in the World Warrior circuit. He must practice his 
special maneuvers against the very best in the world. Only 
then will his style become refined. 

Strength, confidence and ruthlessness are the hallmarks 0 ! 
Ler Drit, and M. Bison teaches his students those qualities. By 
harnessing the power of the mind and developing the body to 
frightening levels ot physical perfection, the Ler Drit stylist 
seeks the power to crush his opponent under foot. 

Little is known in the outside world about the history of the 
style, its brutal training methods or its stylists' source of 
psychic power. It is surmised that many ot the more basic 
maneuvers were techniques Bison learned in his youth while 
undergoing Special Forces training with Soviet commandos. 
The true origin of the style's Special Maneuvers confound 
even the wisest of sensei. Bison's ability to channel so much 
energy into maneuvers like the Psycho Crusher astounds the 
fighting community. 


Athletic* 

Flying Body Spear {3) 
Flying Heel Stomp (3) 


New Street Fighters show up with this style occasionally and 
usually clean up at Tournaments. However, Ler Drit is still 
uncommon. Anyone possessing knowledge of it is almost 
always assumed to bo working for M. Bison. 

Schools: The only known place to study Ler Drit is Mriganka, 
M. Bison's island Country- 

Members: Comprised entirely of Shadoloo operatives, Ler 
Dril is taxing and costiy, Members of both genders have 
learned this style; however, no one but M. Bison has truly 
mastered it. 

Concepts: Shadoloo Street Fighters, criminal dictators, 
megaiomaniacal Overlords 

Initial Chi: 5 

Initial Willpower: 2 

Quote: "Show your opponent no weaknesses and he will 
always fail to find yours ," 





The international intelligence community's lira record oi Bison dales to She 
mld-1960's, when he was working for a Russian mercenary, Bison's early 
years were marked fay violence as his mercenary commando unit was hired 
out to perform covert missions in Southeast Asia lor Ihe Soviet Union. 

After the Vietnam War, Bison ended up in Thailand working for Ihe 
nation's military ruler. Bison's mifitary training under ihe Soviet KGB matte 
him indispensable to the T hai ru ler. allowing Bison to slowly usurp power and 
eventual ly declare himself as Ihe nation's dictator 
under in 1971. However, i n 1973. the popu¬ 
lace expressed their contempt for fits 
lorergner and his oppressive dictator¬ 
ship. A popular revol! ended Bison's 
rule. Bison and his closest servants 
barely escaped the mobs and fled to a 
little-known island off the east coast of 
Thailand, called Mriganka. 

From Ihe island. Bison started an¬ 
other bid tor power, this time deeper 
underground. From his mercenary days, 

Bison remembered his tieswith the crime 
network called Shadoioo, the organiza¬ 
tion through which he had illegally 
purchased firearms, He renewed his as¬ 
sociation with Shadoioo and began usi ng 
its backing again, While exploring 
Mrtganka. Bison's men discovered a cave 
network that showed signs ot strong ra¬ 
diation. 

Hopi ng hehadfaundaplutofiium mine, 

Bison ordered exploration teams into the 
caves. What they actually discovered was 
a large fragment ol a meteor that had 
crashed on the island unlold ages ago. 

The survey team found Ihe fragment and 
brought a piece of it to Bison. Feel ing the 
unnaiural and immense power of this 
small fragment, Bison decided to Inves¬ 
tigate the site himself. 


av !„y M.Bison: Powrlsine 

rc* WWW 

LnomisWV You use your po^E r 

Sent the world. You are m com 
j control ot everyone W ™*' 
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Bison’s visit lo the area proved So be a hazardous one. On ly Bison h imsell 
survived the trip to the core of the caverns (rumors say fae killed everyone 
else 'who went i n with him). The accounts aflerthis event remain obscured 
in legends, but it is said that Bison did iind Ihe main meteorite and came 
back changed. Bison immediately ordered Ihe construction ot a new base, 
which included placing Bison's own seas! chambers over the largest piece 
of Ihe "meteorite'. 

Bison displayed immense powers after his 
discovery. He could amplify his Chi 
using this energy, He also demon¬ 
strated a variety of psychic powers, in 
addition, his already, cnminal mind 
changed so thatfais megalomania grew 
to a cosmic scale. He was driven to 
control every type ot resource; human, 
natural and mystical. His megaloma¬ 
nia Included an obsession with finding 
and controlling various mystical sites 
around the world, such as ihe lands ol T. 
Hawk's reservation in Mexico. 

Bison's lust tor power was sated by 
his association with Shadoioo. With his 
newly-found powers, Bison quickly took 
control otlte criminal empire and buFII it 
into Ihe global syndicate it is today. Bison 
!hen used his puwersto force the poi itic&is 
ol the world lo have Ihe United Nations 
formally recognize Mriganka as a separate 
nali on. thereby granli ngfiison's island head¬ 
quarters immunily from international police 
actions. 
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Name: m. bison 

Player: 

Chronicle: 


Style: ler dr it 
School: 

Stable: 


Strength 

Dexterity 

Stamina 


Ammes 

Physical Social 

#§Mft Charisma 
####04 Manipulation 
###### Appearance 


Team: 

Concept: ex-o\ctator 
Signature: draws thu/vlb 
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Alertness 
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Intimidation 

Insight 

Streetwise 
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Block 
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Special Maneuvers 

LACKING FIERCE PSYCHIC RAGE 


POWER UPPERCUT 


PSYCH\C V(SB 


PLANS KNEE THRUST 


SCISSOR KICK 


PSr'CHDMNETIC CHW&JW 


TELEPATHY 


THROW 


FLtfNG HEEL 5T.A/V1F 


FLYING PUNCH 


PSYCHO CRUSHER 


/rtHMD CONTROL 


MWD REAPING 


Combos:f2MABe_sy2ej<!CKTCL 

PUCKING FIERCE 


SLOCK TO SCISSOR KICK 


BLOCK TO PSYCHO CRUSHER 


RLVING HEEL STAMP TO JUMPING 


FIERCE {D\ZZY. 




Experience 




















































I Social Man et 

| PUfTCh 

I F - Sr Pop ( 2 ) ■ 

f Uonk ey Grab Pun 

KIcML' d 

Back Flip K\ck, (2) 

Po^arcf Slide Kick 
Forward Rip Knee f 
Handstand Kick (i) 
SKcfe Kick (2) 


I Grab 

I Air Throw (2) 
f Back Roll Throw 
[ Choke 1 hrow { 1 ) 
SupfesR) 

Athiatlcs 

BsckfJ/p (2) 

Div m Hawk {A} 
rvng Heel Stomp 
Feet (3) 

Tumbling Attack (? 

WaJj Spring ft) 


Spanish A / in^tsu 


This unique blend of European and Japanese fighting styles 
was invented by Vega. Spanish Ninjitsu combines the Euro¬ 
pean fighting art of savate with the Japanese art of ninjitsu. 
Savate lends the style lots of fast, powerful kicks, while ninjitsu 
gives the Style a variety of skills useful in combat, such as 
acrobatics, climbing and grappling. Many Spanish Ninjitsu 
stylists also borrow other skills from Japan's shadow warriors, 
such as stealth and survival training. Finally, since most of the 
men and women Vega trains in his art are former matadors, 
Spanish ninja are v©ry elusive fighters with quick footwork, 
learned after years of bullfighting in the arenas of Spain. 

Vega’s servants scout the bullfights of Spain to find pro¬ 
spective candidates for training in Spanish Ninjitsu. Recruits 
are gradually introduced to the criminal side of Vega's opera- 
tions to weed out those who “don't have the stomach for 
assassination work," Every Spanish ninja ends up working for 
Vega, fulfilling assassination and espionage missions around 
the glohe on behalt of anyone willing to pay Vega's fees, 
especially Shadoloo. 

Training in Spanish Ninjitsu is extremely dangerous. Vega 
has little patience for cowards, especially unattractive ones. 
Recruits are thrown into pastures with mad bulls and must 
practice evasion and tree climbing to avoid being gored by a 
bull's horns. In the end. the training produces some of the 
fastest, most agile fighters in the world. 

Schools: Students must bo recruited to one of Vega's 
training camps in Spain. 

Members: Most members come from prior criminal 
backgrounds or the bullfighting circuit. 

Concepts: matador, assassin, thief 

Initial Chi: 2 

Initial Willpower: 5 

Quote: "Fighting isn't always fair— why should the fighter 
be?’ 
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At an early age, Vega learned the power that money grants. 
His family was one of the wealthrest in Spain. They raised him 
in a secluded vilta near Madrid where he was schooled 
in the finer arts 
and was 
given ev¬ 
erything he 
ever wanted. 

His every whim was catered. 

He had the best of everything, in¬ 
cluding private teachers, exotic sportscers 
and expensive clothes. 

He grew to love anything that bolstered his ego. 

He spent targe sums ot his parents' money on 
himself, collecting amusing toys and pursuing 
dangerous and scandalous diversions. It 
soon became obvious that he only loved 
one thing: himself. 

He began a weight training regi¬ 
men to strengthen and tone his 
body in an effort to make him¬ 
self the perfect specimen of 
a man. Vega began to 
train in savate so that he 
could show off his 
beauty and please the hoards ot 
people that came to SCO him 
fight. He proved adept at 
martial arts and had 
his parents fly in a 
Japanese ninjitsu 
master to train 
Vega in 
that 
style. 


, a: Tou ate the 
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Jaded by his rich life, and seeking adventure and more 
fame, he paid to have himself trained as a matador, a bull¬ 
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fighter. Vega 
grew to [ove the 
crowds and the ex- 
citement of bringing the 
ugly, powerful bulls to their 
rightful demise, in the ring. 
After a bull's horn nicked 
his unblemished face In a 
particularly glorious duel, 
Vega decided to wear a mask during 
his fights to insure that his perfect com¬ 
plexion would never be threatened again. 
Eventually his new and expensive 
lifestyle caused his parents 
to cut him off from their 
fori one. This, in turn, 
forced Vega to seek a 
way to pay for his ex¬ 
travagant lifestyle. He 
began to put his martial arts 
training to use as a hired assas¬ 
sin. Vega proved that he was rather 
good at being a hired killer, and he made 
good money at it, bur he wanted more, In a 
freak accident, his parents were trampled 
to death during the running of the bulls in 
Barcelona. It has never been proven that 
Vega was responsible, but Vega's family fortune is 
now under his complete control. 

Vega has quickly moved up in status in both the under¬ 
ground circuit and in the underworld. His money, power and 
willingness to do anything to bettor his position made him 
perfeetto help M Bison. He is now the top assasstn freelancing, 
for the Shade loo. He also is known to take some jobs from 
empJoyers other than Shadoloo. 
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Name: VBBA 

Player: 

Chronicler 


Style: SPANISH NINJ1T5U 

School: 

Stable; 


Team: none 
Concept: dilettante 

Signature: unmasks 


Physical 

Strength §§§§0 


tAmmes* 

Social 


Dexterity 

Stamina 


Charisma Q0QGO 

} Manipulation 00000 

Appearance 00000C 


Me mi 

Perception 9§0§§ 

Intelligence 0099O 

) Wits ••••• 


Ialem 

Alertness 99ft0 

Interrogation 00§§O 

Intimidation ••••o 

Insight tMOO 

Streetwise ##000 

Subterfuge ##### 


Am nes 

Skills 


Blind Fighting 00000 Arena 

Drive OOQOO Computer 

Leadership 00000 Investigation 

Security QQOQQ Medicine 

Stealth OOOOO Mysteries 

Survival OOOOO Style Lore 


fCNOWLeVQES 

#•••# 

••000 

•••00 

•0000 
••000 

••••• 
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< Advantages > 


Techniques 


arena 

• •••• 

Punch 

OOOOO 

BACKING 

••••• 

Kick 

OOOOO 

CONTACTS 

••••• 

Block 

OOOOO 

FAME 

•••00 

Grab 

OOOOO 

RESOURCES 

••••• 

Athletics 

OOOOOOO 

5TA FT 

••••• 

Focus 

OOOOO 


OOOOO 




Renown 

Glory 

••••••••00 

□□□□□□□□□□ 


oooooooooo 

□□□□□□□□□□ 

Division: world warrior (freesth e) 
Rank: __jO __ 


Wins 62 
Draws i 


Standing 

_ Losses_ 3 
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Cm 

••••000000 

□□□□□□□□□□ 

Wr/.tpou'ee 

••••••••oo 

□□uuuuuuuo 

Uealih 

oooooooooo 

□□□□□□□□□a 
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Special Han ernes- 

FORWARD SLICE KICK 

THROW 

AIR THROW 

CHOKE THROW 

SUFLEX 

JUMP 

BACK FLIP 

LIGHT FEET 

TUSSLING ATTACK 

wall SPRING 


Combos: WALL SPRING TO SUFLEX 

TUMBLING ATTACK TO TUM0IJW6 

ATTACK fCIZ ZY) 

JUMPING FORWARD TO STRONG TO 

TUMBLING ATTACK (DlZZy) 



Experience 
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Martial Arts in Thailand- originated as an offshoot of various 
Chinese war arts, such as Kung Fu. However, ihe style of Thai 
Kickboxing, celled Muay Thai ("Moo Tie") in Thailand itself, 
developed independently of Chinese influences and became 
a very distinct fighting style. The fighting stylo was used by the 
people of Thailand (then known as Siam) to defend itself 
against its many neighboring enemy nations. The Thai people 
developed a proud history of remaining independent despite 
constant war with their neighbors, and the power ot Thailand's 
fighting arts became legendary. 

Ak Thailand’s fighting arts developed, they became a 
competivo sport that still contained the brutality of their found¬ 
ing war arts. Thai Kickboxing became the official style of the 
country, and schools wore guile common in ait parts of Thai¬ 
land Kids throughout Thailand practice kickboxing just as 
children in other countries practice soccer or basketball Thai 
Kickboxing competitions are incredibly popular events in 
Thailand and are growing in popularity in other countries as 
well. Unfortunately, the sport's success has led to a great deal 
ot gambling and the involvement of organized crime. 

Thai Kickboxers are a strange mix of discipline and iron will. 
Muay Thai fighters are renowned and otten feared by fighters 
of other styles becaue of the brutal and intense training the Thai 
Kick boxer endures to perfect his art. A Muay Thai fighter shows 
an aura of confidence throughout a fight and will never show a 
sign of weakness to his opponent. This makes some believe 
that they are impervious to pain. 

The actual fighting style of Thai Kickboxing Is one of most 
brutal evor seen. The fig her uses every part of her arms and 
legs in a fight She constanlly kicks, elbows, punches and 
knees heT opponent in a relentless race to bring him down in 
the fastest and harshest way possible A fighter wifi target her 
opponent’s joints and head this has proven to be I he end of 
some fighter's careers. 

Th eir train! n g tec hniq u e is no less brutal. Fighters streng the n 
their arms and legs by repeatedly striking trees, waits and 
other hard and seemingly immobifo objects. This training 
serves not only to strengthen a target area, but deadens «t as 
well. This is what possibly gives them the inhuman resistance 
to pain for which they are famous. 

With the defeat of Saga! at the hands of Ryu. many warriors 
in the Street T ighter circuit began Id believe that the superiority 
□f the Muay Thai fighters was [ust hypo. This is a belief that has 
cost many fighters more than just a match The majority Of 
seasoned fighters remember the beating they received from 
Thai Kickboxers and will tell you not to get to cocky with them 
you may find yourself going down for the count. 

Schools: Schools can now be found all over the world, but 
few offer the quality of training of those in Thai land. The schools 
in Thailand are where some of !he best kickboxers and teach¬ 
ers can be found. Thai Kickboxers build fife In rig associations 
with their chosen school, representing the school in the ring, 

Members: Thai Kickboxers arc chosen from the most 
promising young students and train night and day from child¬ 
hood to be fighters. Many professional Thai Kickboxers know 
of no other occupation. 

Concepts: kickboxers, gym trainers, ex-champions. 

Initial Chi: 2 

Initial Willpower: 5 

Quote: "Train hard, fight hard and honor your school with 
victory." 
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Sagat grew up in one of the poorest provinces of 
Thailand. He found that only the strong got anywhere 
in the world and started training at an early ago to ( 
improve his body and mind. He studied Muay Thai 
Kickboxing and entered his first competition at the age 
of thirteen- Sagat showed lEttie mercy for his competi¬ 
tors and would often maim opponents. 

By the age of twenty, he had become 
disgusted with the growing regulations 
imposed in the professional kickboxing 
rings. Sagat believed that the influx of 
foreign fightersand growing international 
interest was leading to regulations that 
diluted the content of the matches. Some 
regulations made certain strikes forbid 
den in order to decrease the number of 
fatalities in the ring. Sagat heard of the 
large amounts of money that could be 
won in certain underground tournaments, 
so he fought for the first time in the under¬ 
ground circuit and found that the thrill of 
the no-holds barred competition was as reward¬ 
ing as the large sums of money. 

He stayed in the circuit for the fierce and 
brutal competition. Slowly, fie worked his way 
up in the ranks to become champion. The 
mantle of Grand Master suited Sagat. His 
status grew to the point where he could choose 
who he would fight and the circumstances 
of each bout. Sagat began to only fight 


■ 


opponents who had shown remarkable promise and 
destroyed them with sheer ferocity. 

In the early '90s, a young fighter showed enough 
• promise that Sagat gave him a fight. His name was 

Ryu. The match was scheduled, and Sagat was 
expected lo destroy the young unknown in 
the first round, but this was not so. Sagat 
took the first round quickly, but in the 
second round, Ryu stunned both the 
crowd and Sagat himself by besting 
the Grand Champion. The match was 
settled in the third round after a long 
and brutal fight. In the final seconds, 
Ryu threw fhe strongest Dragon Punch 
he could. The punch caused fiame to 
engulf his. hand and burned a searacross 
Sagat's chest. 

This loss sent Sagat into seclusion In the 
jungles of Thailand. There he worked to per 
feet his own techniques and develop new ones 
so that he could one day return and defeat Ryu. 
During this time, Sagat was contacted by an 
agent of S ha do loo. Sagat visited Bison and 
agreed to help Shadoloo if Bison could lure 
Ryu into a rematch for Sagal. Bison fueled 
Sagal's desire to avenge his defeat until 
Sagat developed a burning hatred for Ryu. 

Now Sagat has returned to the tourna¬ 
ment circuit and has reestablished himself 
as one of the most feared of the World 
Warriors. 
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C h d p t e r 3: Shadoloo Warriors 







Name: basat 

Player: 

Chronicle: 


Style: THAI KlCKeOXING 

School: 

Stable: 


Team: 

Concept: fighter 
Signature: LAUGHS 


Physical 


iflmtmes* 

Social 


Strength ••••• Charisma OOOOO 

Dexterity ##00# Manipulation ##O0O 

Stamina ###### Appearance #0000 


Menial 

Perception ###00 

Intelligence ####0 

Wits #••## 


Talents 


fames 

Sum 


Alertness 
I Interrogation ###00 

Intimidation #•••# 

Insight ##### 

Streetwise •••00 

Subterfuge OOOOO 


Knowledges 

Blind Fighting OOOOO Arena •••••• 

Drive @0000 Computer OOOOO 

Leadership ©0000 Investigation OOOOO 

Security OOOOO Medicine ###Q0 

Stealth OOOOO Mysteries ••••# 

Survival OOOOO Style Lore 


'AmmQES' 


BACKGROUNDS 


ARENA 


famb 


RESOURCES 


.#0000 

•#•00 

•#••• 

•••00 

•••00 

OOOOO 

OOOOO 


Punch 000000 

Kick OOOOO 

Block OOOOO 

Grab OOOOO 

Athletics OOOOO 

Focus OOOOO 


Renown 

Glory 


Cm 


'0 


□□□□□□□□□a 

Honor 

•000000000 
1 □□□□□□□□□□ 
Division: WORLD WARRIOR [FREESTY LE) 

Rank: 9 _ 

Standing 

Wins Losses l _ 

Draws 2 


KQs wr 


□□□□□□□□□□ 

Willpower 

□□□□□□□□□□ 

Health 

ooo#oe##»a 

□□□□□□□□□□ 

•••••••••• 

□□□□□□□□□□ 


Special Maneuvers 


POWER UPP 6 HCUT 


TIGER UPPERCUT {VRfl&ON PUNCH) 

elbow smash 

DOUBLE'HIT KICK 

DOUBLE-HIT KNEE 

FOOT SWEEP 

WOUNDED KNEE 


THROW 

JUMP 

(FIREBALL 

Combos: pi bprul i in Ti^pp [jpppfl^rf 


.iwaapmg armununn^P: rn 

DOUBLE Hit KICK ( DIZZY) 

JimPWG ROUNDHOUSE TO FOOT SWEEP 


Experience 













































fjew Special Mameuvers 


The following Special Maneuvers come from the three styles 
just presented: LerOrit, Spanish Ninjitsu and Thai Kickboxing, 

Ducking Fierce 



Power Points: Lor Drit 1; Any 2 

The fighter crouches low and delivers a short powerful blow 
to her opponent’s midsection. This punch often catches unsus¬ 
pecting opponents off-guard. 

System: This punch combines a Fierce attack with a 
deceptive Crouching Maneuver, Use the modifiers below. 
Cost: None 
Speed: 1 
Damage: +4 
Move: Zero 

Elbow Smash 
Prerequisite: Punch * 

Power Points: Mu ay Thai 1; Any 2 
By firmly planting his feet, the fighter can deliver a quick 
powerful elbow smash to a nearby opponent. Many deaths are 
caused in That Kickboxing rings by the lethal power of these 
elbow strikes, 

System: Use the modifiers listed below 

Cost: None 

Speed: +2 

Damage: 42 

Move: One 



Forward Slide Kick 
Prerequisites: Kick **, Athletics ** 

Power Points: Ler Drit 2; Spanish Ninjitsu 3 
This maneuver is a very similar io Ihe regular Slide Kick (see 
ratebook), except that the fighter remains upright as he slides 
forward to quickly take an opponent off her feet The Street 
Fighter remains in a standing position and, in one swift slide, 
covers several feat, taking his opponent's legs right Out from 
under her in the process. 

System: The Forward Slide Kick causes a Knockdown if 
any damage rs scored. 

Cost: None 
Speed: iG 
Damage: +2 
Move: 40 

Scissor Kick 

Prerequisites: K?ck *■*, Athletics *** r Jump 
Power Points: Ler Drit 3; Spanish Ninjitsu, Wu Shu 4 
With this maneuver, the Street Fighter can cover tremen¬ 
dous distances and deliver two stunning and deadly blows to 
his opponent. The fighter actually leaps towards his opponent 
and performs a front flip in the air so that his feet follow out of 


the flip into a rapid one-two strike, hitting his opponent first 
high, then low. The Scissor Kick is both deceptive and fast. 

System: Use the modifiers listed below. The Scissor Kick 
is a powerful leaping attack and is considered an Aerial 
Man uever, This warrior can make two damage tests against his 
opponent using the modifier listed below 
Coat: 1 Willpower 
Speed: -+0 
Damage; 43 
Move: +3 

Tiger Knee 

Prerequisites: Kick *■*, Athletics *■. Jump 
Power Points; l hai Kickboxing 4; Special Forces, West¬ 
ern Kickboxing 5 

One of Sagat’s most famous moves is the Tiger Knee. The 
tighter begins by crouching down, like a tiger preparing to 
pounce on its prey, and then springing forward acd up, driving 
knee-first into an opponent, The Tiger Knee is insanely quick 
and hits hard, 

System: The Tiger Knee will cause a Knockdown and can 
also damage an opponent caught in the middle of an Aerial 
Maneuver The Tiger Knee is also an Aerial Maneuver, allowing 
the fighter lo dodge over fireball projectiles just as he would 
with a jump. 

Cost: 2 Willpower 
Speed: 43 
Damage: 42 
Move; +0 


G&g 


Air Suplex 

Prerequisites: Grab ■**. Athletics ***. Jump. Suplex 
Power Points: Spanish Ninjitsu 1; Kabaddi 2\ Any 3 
The warrior intercepts his opponenl in mid-leap, grabbing 
the opponent and iwisting him upside-down so that both 
attacker and victim fall to the ground headfirst. Of course, the 
victim of the Arr Suplex crashes to the ground first, absorbing 
the impact of the tall. 

This maneuver was actually developed by Indian Kabaddi 
masters who were said to be able to intercept the pounce of a 
full grown tiger and bring the tiger crashing to the ground. 
System: Use the modifiers listed below. The fighter must 
interrupt an opponent performing an Aerial Maneuver. If the 
victim suffers any damage, then the Air Suplex was successful 
and the victim suffers a Knockdown, The attacker and victim 
both end I he (urn in the same hex where the attack occurred. 
Dost: None 
Speed: -1 
Damage: 44 
Move: 40 

Choke Throw 

Prerequisites: Grab ■**, Athletics ■*, Jump 
Power Points: Spanish Nrnjitsu 1; Any 3 
The fighter leaps up and either catches his opponent in mid¬ 
air or executes this maneuver upon landing. Either way, the 
result is the same. The fighter catches his opponent by the 
throat and uses his momentum lo hurl his opponent to the 
ground. 










System: Use the modifiers listed below, The fighter ex- 
ecuti ng I he C hoke Th row can interru pt an op ponent perform! ng 
an Aerial Maneuver. It can also be used to attack a standing 
opponent. Any damage done indicates that the victim suffers 
a Knockdown, The attacker and victim both end the turn in the 
same hex where the attack occurred. 


Cost: None 
Speed: 
Damage: 42 



Backflip 

Prerequisites; Athletics *** 


Power Points: Capoeira, Spanish Ninjitsu, Wu Shu 2: Wu 
Shu 3; Any 4 

This athletics maneuver provides a warrior with an excellent 
retreati ng dete ns ive move. A well -trained f ighle r using a bac kfti p 
can avoid nearly any attack. The Backflip maneuver is actually 
a series of back-handsprings that can take a competent 
gymnast halfway across an arena while he dodges projectiles 
and other attacks. 

System: While executing this maneuver, the fighter can 
only move in a straight Jine away from his foe. While executing 
this maneuver, the fighter cannot be harmed by any attack. 
However, he will be vulnerable to altack both before and after 
this maneuver is executed. 

Cost: i Willpower 
Speed: 43 
Damage: None 
Move: +2 


without the loss of Honor, but the fighter also loses the advan¬ 
tage or halving her opponent's Stamina. 

The attacker ends her movement in the hex behind or in front 
of her opponent, depending on how the maneuver was used. 
Cost: 1 Willpower 
Speed: -2 
Damage: 42 
Move: +5 

Light Feet 

Prerequisites: Aihlefics •"•*, Jump 
Power Points: Spanish Ninjitsu 3; Any 5 
The fighter is adept at leaping and moving quickly— moreso 
than other fighters. The fighter’s nimble feet enable her to cover 
greater distances than most other fighters in the Arena. 

System; This Special Maneuver is not played as a card. 
Instead, 41 Move is added to all of the fighter's Maneuvers, The 
fighter can also elect lo spend one Willpower point during a fight 
to move an additional three hexes as part of an action instead of 
gaining the one hex bonus that this maneuver usually adds. 
Cost: See Above 
Speed; See Above 
Damage: None 
Move: See Above 

Tumbling Attack 
Prerequisites: Athletics ***, Backflip 
Power Points: Capoeira, Spanish Ninjitsu 3; Any 5 
The tighter can propel herself forward into a series of 
tumbling maneuvers combined with punches or kicks that will 
knock most opponents Out of her way. Tire Tumbling Attack 



Flying Punch 

Pre requisites: Athletics****. Punch**. i : Qcus”\Jump 

Power Points: Ler Drit 3 

This move takes a Street hghter high into the air above and past 
her opponent and then quickly redi reels the attack so that the the 
punch lands squarely in her opponent’s back. This maneuver is 
considered highly dishonorable. The degree of aerial control Ler 
Dril pracliariers exhibit while performing this maneuver 
lead some to believe that the practitioner is 
actually flying up and past fter opponent be¬ 
fore swooping back down with an outstretched 
list. 

System: To execute this move, The 
fighter must actually move two hexes past 
her opponent and move back to the 
opponent's hex as she arcs back down¬ 
wards to hit heropponent from behind. This attack is considered 
an Aerial Maneuver and halves the opponent's total Stamina 
for the purposes of determining how many damage dice are 
rolled (rounding fractions down). 

Far example, if a fighter who is Blocking gels hit by a Flying 
Punch, her Soak would normally be her determined by adding 
her Stamina of 3 and her Block Technique of 4. (3 4 4 equals 
a Soak of 7 dice,) But because the Ffying Punch is a sucker 
shot, the fighter's Stamina is halved, so (3 divided by two. 
rounding down, is i) the Soak is 1 Stamina die plus 4 Tech¬ 
nique dice for a total of 5 dice. 

Fighters lose a point of Honor each time the Flying Punch is 
used. Alternately, the attack can be done straight forward 



can hit an unsuspecting opponent several times if it is timed 
property, 

System: Use the modifiers below Like a Hurricane Kick, she 
Tumbling Attack has simultaneous movement and damage tests 
each time the attacker moves a hex. Whenever the fighter tumbles 
into the same hex as her opponent, she rolls for damage and 
automatically pushes her opponent back one hex. She can 
continue tumbling into her opponent, pushing him back and 
damaging him once for each hex, up to the fighter’s full Move. The 
fighter will push her opponent back and make damage tests until 
she has moved her full distance. The Tumbling Attack is a 
Crouching Manuever. The attacker moves in a straight line. 
Cost: f Willpower 
Speed:-1 
Damage -1 
Movement: +0 



Prerequisites: f ocus ■**■*, Psychic Vise, Mind Reading 

Power Points: Ler Dm 5 


After shattering an opponent's resolve, M. Bison can di¬ 
rect ly contra I his actions. H is every command must be obeyed 
No one but M Bison has aver bean seen wielding such power, 
but there are persistent rumors of a promising student who is 
every bit as dark as M. Bison and has apparently learned this 
secret as well. 

System: This power can be used to exert control over any 
opponent who has no Willpower left. The victim must be within 
a number of hexes equal to the attacker's Fogus + Wits, A 
contested roll of Intelligence versus Intelligence is made If the 
attacker gains more successes than his opponent on the 
Resisted roll, he has taken control over his opponent's actions. 
The duration of the psychic control depends upon the number 
of successes gained. 

1 Success t Round of combat (10 Turns} 

2 Successes — 1 Hour 

3 Successes — 1 Day 

4 Successes 1 Week 

5 Successes — 1 Month 

It is rumored that M. Bison has several servants who arc 
permanently under hi$ control in this fashion. This type of 
conditioning is possible, but il would take a considerable 
amount of time and repeated uses of the Mind Control power. 

Any individual with a permanent I ionor of 10 cannot be 
affected by this power. In addition, a victim of Mi rid Control can 
make a Resisted Roll between his permanent Honor and his 
controller's Willpower in order to resist a command that goes 
against his own moral code or survival instinct {such as 
attacking friends or jumping off a cliff). If the victim is success¬ 
ful, then he resists the command, but is still under Mind Control 

Cost: 2 Chi 

Speed: -3 

Damage: Hone (see above) 

Move: Hone 

Psycho Crusher 

Prerequisites: Focus ■****, Athletics **», Psychokinetic 
Channeling; 

Power Points: Lar Drit 5 

To date, M. Bison is the only individual alive who is known to 
possess this awesome power (although it r§ rumored that he 


has one promising student who has learned it as well). When 
executed, the warrior is surrounded by crackling blue psychic 
energy as he hurdles through the air at his opponents. The 
Psycho Crusher actually allows the Bison to fly, up, down or 
across the ground, changing direction rapidly during flight and 
always leaving a comet-like trail of blue energy. 

System: The Psycho Crusher deals damage as the fighter 
moves into the same hex as his opponent. While flying, the 
fighter may turn or even double back as much as he desires in 
order to ram as many opponents as possible with one use of the 
Psycho Crusher. However, no opponent can be hit by the 
Crusher more than once, even if (he attacker reverses or loops 
around to enter his victim’s hex agarn. 

ft the victim is not blocking, then he is consumed in the 
attacker's Psychic fire, taking tell damage from the attack (use 
the +5 Damage modifier) and suffers Knockdown as he is 
thrown into a hex adjacent to the one where he was standing 
(the victim chooses which hex). 

If the opponent is blocking, then he is knocked back one hex 
from the direction the attacker flew at him. and he-will take one 
die of damage (a botch on this damage roll brings the Psycho 
Crusher to an immediate end). The attacker can continue to 
push the blocking opponent back and do an additional die of 
damage for every hex left in his movement, up to a maximum 
of Five damage tests, after which the attacker continues moving 
past his opponent. 

Cost: ? Chi 

Speed: - 1 

Damage: +5 / One (see above) 

Move: +6 

Psychic Rage 

Prerequisites: Focus *** 

Power Points: Ler Drit 3 

Also called the Poison Haze, this is the d reacted power of the 
Hevenants. Psychic Rage pushes honorable fighters into fits of 
beserk battle fury. In this fury, the opponent is capable of 
delivering devastating damage, but he will also give absolutely 
no thought to his own safety and precious little thought to the 
morality of his actions. Victims of Psychic Rage have been 
known to turn on their own teammates in fits of blind fury. 

System: The Ler Drit stylist using Psychic Rage selects an 
opponent. The victim must be within a number of hexes equal 
te the attacker's Focus + Wits. The fighter must then defeat her 
opponent in a Resisted Willpower versus Willpower roll (use 
the permanent Willpower ratings}. If the fighter is successful, 
the opponent enters a berserker fury. 

The victim will only be able to play Fierce or Roundhouse 
Combal Cards and his highest damage Special Maneuvers: 
the battle fury will drive them to use their most powerful attacks, 
t le will spend Chi and Willpower as needed until he runs out. 
Furthermore, he will be incapable of playing any Movement or 
Block Maneuvers and will not gain benefits from Combo 
Maneuvers, 

After each turn the victim has suffered Psychic Rage (not 
counting the first turn he is affected), ihe victim can roll his 
Permanent Honor in a Resisted Roll against the attacker's 
Manipulation to try to break free of the rage. The rage will 
automatically end if the attacker or the victim is knocked 
unconscious. 
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Victims still lose Honor from any actions they take during 
Psychic Rage, even if the rage forces them info dishonorable 
acts, The remorse and self-doubt will plague the victim long 
after the rage finally subsides. 

Cost; ^ Chi 
Speed: 2 

Damage: None {see above) 

Move: None 

Psychic Vise 

Prerequisites: FOCUS 
Power Points: I or Drif 4; Kabaddi 5 
This fearsome power literatiy strips Ihe energy from an 
opponent, demoralizing and disheartening her. Often M. Bison 
can be seen staring into the eyes of a would-be opponent. 
Energy crackles from the mad dictator’s eyes and hi s opponent's 
resolve crumples before the fight begins. 

System: The victim must be within a number of hexes 
equal to the attacker's Focus +■ Wits. The attacker rolls damage 
using the opponent’s Intelligence instead or Stamina to deter¬ 
mine the victim's Soak total (Psychic Vise ignores Blocking 
Techniques for purposes of Soak). For each damage success, 
the opponent loses one Wi 11 po we r poi n t an d i s a lso at -1 Sp eed 
For her next maneuver. If the victim loses a number of Willpower 
points greater than her Intelligence Attribute in a single attack, 
the victim is mentally stunned (treat Ibis as a Dizzy). 

Victims reduced to zero Willpower points can still be slowed 
down and stunned with repealed uses of the Psychic Vise. 
Cost: 1 Chi, 1 Willpower 
Speed: +0 

Damage: +0 {see above) 

Move; None 

Rsychoklnetic Channeling 

Prerequisites : Focus *** 

Power Points: I ejr Dril 3; Any 5 
T hrough force of wi 11,1 he Street Fi g hte r m an ag as to c h an nel 
the mind's potential into a frighteningly effective compliment to 
any attack. Blue psychic energy crackles around the fighter's 
hands and feet as tremendous Chi energy is released upon the 
impact of a kick or punch. Currently, M. Bison has been 
teaching some promising operatives the secrets of this tech¬ 
nique. its mastery lies primarily in the hands of those studying 
Ler Drit. However, gome masters speculate that under the right 
circumstances, others could learn to harness and channel 
these energies as well. 

System: This power is recorded on as a single Combat 
Card, which can be played along with any of the six Basic 
Punch or Kick Combat Cards. When played this way, Psychic 
Channeling acids +2 damage to the attack. 

Cost: I Chi 
Speed: -3 {see above) 

Damage: 42 {see above) 

Move: +0 (see above) 
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MtMION* 

"NowI shall send you forth into the world to do my bidding. 
Governments shall tremble at your approach, no one shall 
stand before you and all who oppose me shall perish by your 
hands. You are my fists, my eyes and my voice. Lot all you 
encounter feel my wrath through your hands ." 

— M. Bison, in a speech to his minions 

For the majority of enforcement actions taken by Shadoloo, 
ML Bison will not take part directly— neither wilt Sag at, Balrog 
or Vega. Instead. Shadoloo has an army of thugs, mercenaries 
and agente a variable to do the dirty work. This section lists 
some of the minions Shadoloo uses, including some Street 
Fighters who have been corrupted and recruited into Shadoloo, 
as welt as statistics for other Shadoloo flunkies, like the Theons 
of the Order of Heavenly Unity and Bison's dreaded Revenants. 
Besides the minions presented here, you can use the statistics 
for other Minions found in Appendix Two of the rulebook for 
other types of villainous henchmen that Shadoloo will throw at 
its enemies. 

* m£T Fmez Teams 

Shadoloo has many teams of Street Fighters in thetr stables 
Some teams don't even know they're working for Shadoloo. 
However, mosl catch on after awhile, Those who accept the 
fact that Shadoloo owns them profit handsomely. Those who 
try to get out disappear trom the circuit altogether. These 
teams can be found in nearly any tournament, either pursuing 
a secret Shadoloo agenda, scouting for new talent or just 
making certain they're the best. 

Shadoloo employs a variety of Street Fighter teams, some 
more experienced lhan others. Listed below are two teams of 
varying degrees of experience. Dragon Rising is one of 
Shadoloo's Beta Teams, seasoned Street Fighters who know 
their way around most of the arenas. They are very good, but 
they still couldn't hold their own with a World Warrior for more 
than a few seconds. They are, however, more than a match for 
any rookies. The Harbingers are an example ot a Shadoloo 
Gamma Team. Gamma Teams are freshly recruited Street 
Fighters, Many of I hem are only just beginning to realize what 
they're really doing. 
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These new recruits are lean, eager and hungry. Many of 
them would sell their own mol her Into slavery it they thought it 
would get them ahead in the game. However, some of these 
young hopefuls have only just begun to realize how much 
they've sacrificed. This team in particular is eager for victory, 
but not without ils own internal problems and politics. 



EtAbe 

Born Alphonse Montoya In Barcelona, Spain, Blade began 
his career as a Matador at the age of 14 He was quick for his 
age, and by the time he was 16. he had already made a name 
for himself. It was then that one of Vega's recruiters recognized 
his talent and offered him an "educational scholarship" at 
Vega's estate in the countryside. Blade took to this life like a fish 
to water. The bulls were already beginning to bore him— they 
were too predictable. However, live human opponents pro¬ 
vided an exciting challenge. 

Four years later. Blade had learned enough from his mas¬ 
ters. Although he had only seen the mighty Vega a handful of 
times, he knew that someday he would be as great as Vega 
himself. He joined The Harbingers to prove to himself and the 
world that a poor commoner who had guts and determination 
could take on the world and emerge victorious, 

Blade is perhaps the most fanatically loyal member of the 
team. He knows all about Shadoloo and sees many opportuni¬ 
ties for himself in this organization— opportunities he has only 
just begun to explore, 

Playing Blade: You are proud, arrogant and overconfi¬ 
dent. You never back down from a fight and are always eager 
to prove yourself. You are extremely chauvinistic and do not 
think that women have any right to be in the ring. If you are 
matched against a woman, you will refuse to fight her. Perhaps 
you will need to abandon this attitude if you are going to remain 
a part of the Street Fighter circuit for very long,.. but not just yet, 

Appearance: A wiry young man in his early 20 s, Blade is 
tall, roguishly handsome and extremely overconfident. He 
wears loose fitting baggy pants when he fights so as to not 
impede his movement. He fights with his shirt off to display the 
tattoo of a serpent on his chest. Jn combat, Blade uses two 
knives. 

Quote: "'Ey, hombrsl If you're looking for a fight you've 
found one right here. ’ 
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Leandek 

Leander, or "lion man" as his name means in Greek, was 
born to a poor fishing family in Greece. He grew up working for 
hrs father and wrestling with his co-workers for fun. He never 
thought of himself as being particularly gifted, but an old 
teacher, Erastus, saw him wrestling one afternoon and thought 
he had potential. Erastus taught Leander many of the finer 
tricks and put him on an intensive daily workout regimen. By the 
time Leander reached the age of twenty-two. he was ready to 
represent his native country in the Olympics. 

Leander brought home a Silver Medal, making his teacher 
and his country proud of him. However. Leander wanted more. 
He wanted the Gold. It was then that Fernando DeGaul, a 
manager and talent scout tor Shadoloo, contacted Leandor 
and gave him some opportunilies to train in a venue that would 
give him the edge in the next Olympics. He also sard that the 
team paid quite h an dsomely and that Lean der' s fam i ly wou Idn’i 
have to go hungry any more, Leander readily accepted, 

Leander's decision disappointed his mentor Erastus, who 
accused Leander of taking the easy path. Leander. however, 
was deaf to Erastus' warnings. He sees only money for his 
family and a renewed opportunity for the Gold Modal in another 
four years. Little does he realise that Shadoloo has no intention 
of letting him compete in the next Olympics. 

Leander's style of wrestling combines several basic moves 
from both Native American Wrestling and Sanbo. 

Playing Leander: You were once a naive young man with 
big dreams, but you are quickly becoming jaded by the 
opportunities Shadoloo has presented to you. You no longer 
speak with your mentor, but then again. Shadoloo was more 
capable than your mentor anyway, 

Appearance: Leander is a broad-shouldered, powerfully 
built man in his early 20's who wears only wrestling trunks and 
tennis shoes most of the time. When he does wear clothes, ho 
needs to have them custom tailored to fit over his 5'11", 250 
pound muscular frame. 

Quote: "Vbucannof defeat the lion. Back down or be crushed. ’ 
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Loins Blossom 

Lotus Blossom is of mixed Indo-Asian ancestry. She was 
born in Hong Kong to a sin-pie? mother who worked as a dancer 
at a casino. During her childhood, she watched her mother 
suffer through much in her attempts to provides stable life Far 
her daughter. Lotus Blossom had already decided that she 
would not suffer the same fate as her mother and got involved 
with Hong Kong's organized crime by working For the Triads. 

With a unusually high aptitude and a ruthlessness driven by 
poverty, she Fit right in withthe T mads. She became a “fixer*, something 
of a tavor loan shark. She 'was a manipulator who could get things 
done and a scF’emer no one wanted to cross. She learned a variety 
of skills from the Triads, including Kung Fu. When The Triads went to 
war with Shadoioo for control of Hong Kong, Lotus Blossom took the 
more lucrative and appealing opportunity and threw her support in 
with Shadoioo. Her knowledge of Itie structure oF the Triads in Hong 
Kong enabled Shadoioo to easily take over. 

Unfortunately, the Triads live in mainland China, and their 
memory of Lotus B lossom's betraya I wi I I Fast For a very Ion g ti me 
indeed She has barely survived the two assassination at¬ 
tempts on her life. 

Sheentered the Street Fighter circuit because it was the last 
place the Triads would ever look for bor. She also know that 
she'd have a team of follow Shadoioo Street Fighters to back 
her up if tho Triad wanted to track her down again. Besides, 
she's looking forward to the fighting practice 

Playing Lotus Blossom: You prefer to keep everybody 
guessing. The less they know about the real you, the better. You 
are a mercenary at heart and are constantly looking For the best 
opportunities. You have no qualms about abandoning anyone or 
anything if a more appealing opportunity presents itself. 

Appearance: A seductive Indo-Asian woman, Lotus Blos¬ 
som stands approximately 5' 5‘ tall and typically dresses in 
revealing black outfits. She often wears a coy smile that 
effectively conceals her ruthless nature. 

Quote: "Hello! My. you look so strong Could you help mo 
with my bags?* 




















































































Chapter 3: Shadoloo Warriors 
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Born Constance Ttleerre, Siren's real name is classified by 
Interpot. She has been an agent for Europe's poltce organiza¬ 
tion since she graduated from college. She has worked her 
way up to Special Operative status and is now on her first field 
mission. 

Her assignment is to infiltrate Shadoloo al a low level 
through The Harbingers, one of the Street Fighting learns, She 
entered the fighting circuit a tittle over a year ago and quickly 
gained the attention of Fernando DeGaul, He recruited her into 
his Street Fighting team, and she has been gathering informa¬ 
tion ever since. 

So far. Siren has teamed very little of Shadoloo's inner 
workings. She hopes to someday learn more about its Euro¬ 
pean network. She lias heard talk of a Shadoloo Overlord in 
Europe who still competes in the Street Tighter circuit, if she 
can discover who this individual is, it would give Interpol a 
clearer picture of Shadoloo's power structure. 

Playing Siren: You are excited about your mission, but 
you hide it well. To the rest of the Harbingers, you appear to be 
cotd. calculating and somewhat mercenary. Interpol has in¬ 
structed you to maintain your cover up to the point where 
Shadoloo puts you in a position where you might have io kill 
someone, so you'll even break a few little Saws to cany out your 
mission. 

Appearance: A tall lithe Nordic woman with classic fea¬ 
tures and a dancer's build. When fighting, she wears tight-fitting 
clothes that do not impair her movement Her singing voice is 
exceptional, which explains her nickname on the Streei Fighter 
circuit. 

Quote: "ft you've goi something to say, I d love to hear it. 
Otherwise, shut up end step aside ," 












































































l£ww 

This mysterious Street Fighter came straight from the streets 
of Philadelphia, He was recruited by Shadoloo because of his 
tremendous capacity for sheer destruction. When he was still 
young. Kahn longed to see the world, so Fernando DeGauI had 
an easy time recruiting Kahn to the European-based Harbin 
gers. Now Kahn travels all over the worid and fights anyone Mr. 
DeGaut telfs him to fight, both in the ring and out. 

Kahn grew up having to fight for everything he ever wanted. 
He learned quite quickly that only the strong survive. He has a 
soft spoJ for underprivileged children, though, because he was 
there once himself. He works for Shadoloo because they give 
him more money and opportunities than anyone else ever has. 
However. Kahn will probably begin to regret his decision once 
he begins to sou the many injustices that the Shadoloo does. 
For the time being, however, he's just beating other criminals 
into line. Inevitably, Shadoloo will sooner or later try to push 
Kahn over the line and completely corrupt him, What will 
happen then is anyone's guess. 

Pla y i rig Kah n: You a re a simp le, strai g httorw a rd person. 
When you talk to someone, you look them right in (ho eye and 
get directly to the point. You consider yourself to be fairly 
honest, but you will do what Mr. DeGau I tolls you to because 
you like this lifestyle, even if it does go against your morals 

Appsaranee: A hulking muscular man in his late twenties, 
Kahn stands 6' 6" tall and weighs 230 lbs. Kahn usually wears 
sweat pants and a tight t-shirt. He moves with a speed that 
belies his size 

Quote: “You wanna take this outside?! can easily put a hole 
in the wail for you..." 
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Fernando was a small-time loan shark in Paris before ha 
headed up a gambling circuit around the focal tights. When his 
organization began to work more closely with Shadoloo, he 
was disappointed al first His cut of the money was lower, and 
Shadoloo took a sizable chunk of bis profits. However, he 
welcomed Shadoioo's involvement a lot more when the police 
tried to break up his gambling ring. He made a tew phone calls, 
and suddenly the police involvement stopped. 

Fie began working for Shadoloo in earnest and became a 
manager for some of their new Street Fighter teams. He’s 
worked several teams through iheir green stages. He Knows 
when to play hardball and when to butter someone up wilh a ski 
vacation to the Alps. 

Fernando is slick, smooth, urbane and just a tad bit slimy. 

Playing Fernando: Everything fs negotiable— it's just a 
question of finding the right price. You like to have an angle on 
everybody. Sometime this trait can g of you into a bit ot trouble, 
but you do a good enough job tor Shadoloo that they'll usually 
get you out of trouble. 

Appearance: Fernando looks like French lounge lizard. 
He wears leisure suite and slicks his hair back, He wears too 
much cologne and speaks with an over pro noun cad accent. 

Quote: 7 understand that your brother was arrested last 
night, f coutd talk to some of my friends and see about getting 
him released. . if you’llthrow the fight that i$..." 
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This is the team that handles Shadoloo's more covert needs, 
The team itself tan be found ail over the world at a variety of 
tournaments. However, while they arc brutally effective inside 
the arena, they are just as lethal outside as well. These are 
seasoned Street Fighters, and many have made a career out 
of violence. Still others only fight to keep their edge, Their irue 
vocation is working as Shadotoo Crime Bosses throughout the 
world. 


Kwa-So (“Fast-Hands") learned to fight on the streets of 
China. He grew up getting into all types of trouble. His ambi¬ 
tions continually kept him dissatisfied: his fighting prowess 
relegated him to enforcer positions. He often pushed and 
tested his superiors and eventually began an all-out feud with 
them. 

That's when Shade loo found him. They admired strength 
and ambition. They felt that Kwa-So would have considerably 
more opportunities In their organization than he did in his 
former one. His first assignment was (0 take over hrs oid crime 
gang. Now Kwa-So runs one of the largest trafficking opera¬ 
tions in all of China. He sits on Sh addon's Regional Council for 
that area and deals directly with the Asian Overlord on a 
regular basis. 

Kwa-So still loves to fight, though, and gets his practice in 
with Dragon Rising. 

Playing Kwa-So: You are cunning and wily. You know 
that you're capable of beating most of your opponents, but you 
prefer to outsmart them, You are ruthless when it comes to 
business and show your rivals no mercy, 

Appearance: Kwa-So is a wiry Chinese man, and he 
appears almost harmless at first— until he bursts into a flurry 
of action. He stands just over five feet tall and weighs about 130 
lbs. 

Quote: "ifyou say that again, you 'if gain my disfa war, I don *t 
think you d like that very much. I don't think you'd survive ." 


Nam*: kwa-so 

Style: kun&-fu 

Boss: 
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Name: kallista 

Style; SFBCtAL forces 

Boss: 

: BUAS SYNN 
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Kauri* 

Kaitista entered the Street Fighter circuit with bag dreams. 
She longed to set an example for the people in her home 
country of Sweden. However, in one of her early tournaments, 
she met a younger, headstrong Zangief. By the time the first 
round ended, Kallisla had bested the powerful Russian She 
had gotten lucky and Zangief hadn't— sometimes rounds go 
that way. The second round, however, was quite different. An 
angry Zangiet lumbered out and twirled into his Spinning 
Clothesline, which seni Kallista sprawling across the arena 
floor with a severe laceration across the Jett side ot her face. 
She was unable to continue to the third round, and Zangief was 
declared the victor Zangief teamed a lesson in controlling his 
temper that day. Kallista, on the other hand, learned only 
vengeance. 

She spent six months recovering. Although her broken 
bones heated, not even plastic surgery could fix her face. 
Furious at Zangief, she vowed to have revenge. 11 was not long 
afterward that Elias Synn contacted her about fighting for his 
team. She readily accepted. 

That was five years ago. She has since gamed the reputa¬ 
tion tor being one of the most ruthless fighters in her division. 
Her rivals call her “The toe Queen 1 . She neither asks nor gives 
any quarter. She has never met Zangief again fn the arena; 
however, she will not hesitate to go out of her way to make his 
life uncomfortable. 

Appearance: Kalfista is a tall well-built Swedish woman 
with pale blue eyos and platinum hair. She wears a white mask, 
which covers the left half of her face. She has a predatory air 
about her. 

Playing Kalfista; You gam a great deal of pleasure by 
making other people suffer and try to satisfy that need when¬ 
ever possible. You despise Zangief for what he's done to you 
and will hurt, thwart ot otherwise oppose anyone you know to 
be connected with him. 

Ovate: 7 have had enough of listening to this pathetic 
worm, i think we should hurt him now ." 
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Name: prakb 

Style: shotok/*n karate 

Boss: 

: ELFAS 5YNN 
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Mamievers and Powers 
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Drake 


It is rumored that Gouken is not the only master of Shofokan 
Karate. It that is true, it might help to explain the existence of 
Drake and other Fighters like him. Drake is well on his'way 
towards mastering Sholokan Karate and has obviously had a 
good teacher, as good a teacher as Ken and Ryu had. With a 
little more experience, Drake may well rival Ken and Ryu’s level 
of mastery. 

Drake appeared on the fighting circuit from out of nowhere 
three years ago. Always unconventional r Drake maintained a 
solo career until last year, when he finally joined one of 
Shadoloo's teams. No one knows why he joined Shadoloo, and 
Drake refuses to comment on his decision. Hie last person who 
asked him is still recovering in the hospital, 

In truth, Drake is Ken's cousin, Me learned most of what he 
knew from Ken himself. Drake had originally intended to enter 
the Street Fighter circuit and work his way up like Ken did. 
However, since his fiancee is now on a permanent vacation in 
Mriganka, Drake has tittle choice and must now do Shade lee's 
bidding. 

Playing Drake: You are angry, irritable and ready to fight. 
If anyone gels in your face, you take them out. You enjoy being 
abrasive and gel a kick out of offending people. Ever since 
your fiancee was imprisoned in Bison's stronghold, you have 
become extremely self-destructive, You care little For your own 
safety anymore, for you honestly believe that you have no 
Future. 

Appearance : Drake stands about G 1'. has a black 
mohawk and tights in gi pants and leather wrist braces. His 
nose and ears are pierced multiple limes, and he continually 
looks angry about something. 

Quote: "Get your ugly face out of my sight before I break 
both ot your legs and Dragon Punch you into next week ." 
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Corona 

Corona is not a typical Spanish Ninja. She is also not a typical 
^yoarold foreign exchange student, and she is far from a 
typical political assassin. About the only thing Corona has in 
common with her stylish mentor is her radiant beauty. 

She used to go to Vega's estates with her mother, who was one of 
his servants. After the daiy's training was finished, she and some of tho 
students there would practice late into the night sparring each other. 
She never intended to gel good a! it; however, over the years, without 
any sort d formal instruction, she became quite impressive, She was 
so impre$$rve : in fact, that Vega himself, white on one of his midnight 
horse rides around his estate, noticed her sparring with some of his 
best students. Not only was-she holding her own, but this enterprising 
young woman had developed some of her own techniques over the 
years, which gave her an edge over his other students. Vega began 
personally instructing her the next day. 

Now Corona travels all over the world handling contracts from 
Shadoloo. Most recently, she has been acting as a liaison for the 
Crime Boss and regional counselor of Washington* D.C. Some 
have speculated that she herself has replaced the Crime Boss 
and new oversees Shaddoo's interests in that city. 

Playing Corona: Deception is the Key. Let everyone know how 
lethal you truly are, regardless of your facade. By the time ihey figure 
out who you are, it will be too late for them. You love disguises and wilt 
adopt whatever personality is necessary to get the job done. At the 
heart of it all, you love excitement and thrive or danger, 

Appearance: Corona is a strikingly beautiful woman of 
medium height with tong, flowing red hair. Her most distinguishing 
feature is her legs, which are quite muscular from her many years 
of training. When in I he ring, die wears a baggy silk shirt and a 
dark sash over her tights and leotard. Outside of the ring, she 
prefers long skirts and loose fitting clothes. Unlike most Spanish 
ninja, she uses no weapons whan in the ring. 

Quote o 7 honestly have no idea what you 're talking about. You 
must have mistaken me for someone else , someooe who isn't 
about to kick you in the teeth. Back off ." 


Name: CORONA 


Style; Spanish n\nj\tsu Boss: buas 5/nn 
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Sim Sww 

Elias has been involved with the Shadobo since its earfy 
beginnings. He was one of the individuals who first exploited 
the Street Fighter circuit as a means of solidifying power and 
Influence over a specific geographical region. Elias sits on the 
Regional Council in North America, although he travels through¬ 
out the world. 

He's no slouch himself, As aformerTheon based in Mnganka, 
he's developed some of Ler Drifs psychic capabilities, Elias 
Synn is one of the smoothest managers and recruiters around. 
He thoroughly researches a subject before approaching her 
about joining one of his teams. When he does speak, he 
pushes all of the right buttons. 

Playing Elias: You know this business well and move 
through its waters like a shark looking for prey. Nearly every 
tournament promotor owes you a favor of some kind and you 
know |hal you could call in those favors whenever you needed 
them. 

Appearance: A well-dressed man in his late 3Q : s, Elias 
sports designer-cut sitk suits and wears his hair in conservative 
styles. He wears dark sunglasses almost all of the time. 

Quote: “i admire your loyalty to your current team, hut I'm 
tn a jam and need someone of your tremendous fighting ability 
to fight with my team just for one tournament. In return, I can 
conned you with a sensei who could teach you that Shadow 
Flight technique you've been wanting to learn, is would only be 
for one tournament. ,. it's not like you're signing your life 
away .-." 
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Name: el\as SYnn 


Style: ler prpt 

Bose: 
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TH60NS 

Bison's recently founded Order of Heavenly Unity has become 
the home of individuals who were unable to survive (be physically 
demanding regimen of Ler Drit training. Though apalted at the 
paihetic physcial conditioning of these people. Bison allowed 
them to live and still trained them in some of the psychic ads of Ler 
Drit. These men and women became Theons, ranking officials 
within the Order of Heavenly Unity. 

Under ihe direction of Archlheon Aka Zabn, Thoons spread out 
across the globe. establishing culls of followers. The Theons are 
charged with the duty of finding the wretched and disheartened 
throughout the world and banging them into Che foid of the Order, 
brainwashing Ihe unforluantes into the falsified beliefs of the Order. 
Theons are very good at what they do, utilizing iheir psyche powers 
to overwhelm the minds of potential followers, More than one Street 
Fighter has been overwhelmed by a mob of Heavenly Unity cultists 
who were driven into a murderous frenzy by their Theon. 

Besides their cultists. Theons will also occasionally have a 
Revenant or two at their command to deal with anyone daring 
enough to cause trouble for Ihe Order. 

Playing a The on: You are justified in the performance of any 
duly that serves the sanctity of your Order. The Order must grow. 
Tho tasks you perform serve a purpose greater than mere 
terrestnal or mortal morality. All must know. All will know. Usher in 
the New Age and bring unity to tho world. 

Appearance: Theory are normally tound wearing the tradi¬ 
tional black hooded robe that signifies their station. Many carry a 
staff to aid them in walking, because most Theons have some 
permanent disability or scar as a result of injuries sustained while 
training in Ler Drit. Each Theon also wears a small fragment of 
meteorite rock hung as a pendant on a slender iron chain about 
lfie Theon's neck. Each pendant has mystic properties. 

Theon Pendant: The 'wearer of a Theon Pendant has access 
to mystic energies: he can draw two pointsof Chi from the amulet each 
day, Instead of using his own Chi fora Special Maneuver, ihe wearer 
can instead use Chi from Ihe pendant Slone, The pendant restores Its 
Chi each night and can bo used again ihe following day, Some targe* 
pe ndants, such as the one worn by Aka Zabn. can store more Chan two 
points of Chi, but such pendants are rate. 


However, anyone using Chi from the pendant will have his mind 
poisoned by the pendant's evil influences. The wearer will lose 
one point of temporary honor for each point of Chi used from the 
pendant, if this loss of Honor takes a fighter’s temporary Honor 
below zero,, ihe fighter must immediately trade in a point of 
permanent Honor for ten points of temporary Honor, The fighter 
will lose points of temporary Honor for using the pendant’s Chi 
from her new ten points of Temporary Honor. Just as in regular 
play, if a player's character's permanent and temporary Honor 
both go be low zero, the character is immediately taken out of play. 
The character can only be used by the Storyteller as a villain from 
that point onward. Ttre player must start a new character. 

Afso, the Order has ways of homing in on stoten pendants and will 
dt&palch Revenants to recover any pendants slalen from the Order. 

Quote: "Come, ye downtrodden! Expunge the negative 
thoughts that piague your mind and soul! The Hea vans 'a wart you. 
Join with me in a New Age for mankind!" 
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Name: revenant 

Style: lbr drit 
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The fcveNAfrns 

Ail the servants of Shadoloo fear the Revenants instinctively. 
Any warrior who meets one Knows when he has gained a 
Revenanfs disfavor. The Revenants are blue-eyed killers who 
come in the night- They know no fear and show no mercy. They 
are less than human. They are the shattered husks of those who 
have failed to master the secrets of Ler Drit. 

The Revenants are students whose psyches have been 
completely crushed by Ler Drifs brutal training program. They 
have no real wilt of their own save that of Epson's Most students 
who try to master Ler Drit become one of these hollow people. 
They do not have souls, freedom or joy. Instead, they are 
crumbling automatons who are dead inside. Make no mistake, 
the Revenants look just like normal people. They can function 
in society well enough as to not arouse suspicion. They live to 
carry out Bison’s orders or die trying. 

Bison himself cares not for the fate of these shattered human 
beings. To him. they have already died— their bodies just 
haven't realized it yet. They are used tor suicide missions and 
are often employed when trying to lure an opponent into doing 
something terrible they'll later regret. 

Revenants feel no pain, and therefore, they cannot be 
Dizzied in combat. They are also immune to the effects of most 
mentally-based powers, such as Telepathy, the Cobra Charm 
and Mind Reading. Only Bison and the Theons of Bison's cult 
can command them, and the Revenants will die to carry out 
their orders. 

Revenants have martial arts capabilities just like everyone 
else. However, unlike the living Street Fighters, when a Revenant 
loses all of his Health, his body finally breaks down and dies, 
finally annihilated in both body and soul. The body will often 
crumble to dust or go up in foul smoke, leaving only a gloaming 
white skeleton behind. 

Once someone becomes a Revenant, there is no known way 
to restore the victim back to a normal life. 


ft takes a long time to formulate original thoughts, which makes 
it all the easier to simply follow the instructions you are given by 
M, Brson or the Theons of the Order of Heavenly Unity. 

Appearance: Revenants can come in any shape or size. 
However they all have ice blue eyes that crackle with unholy 
energy whenever they spring into action, 

Quote: "You wifi die because Lord Bison commands it" 


Playing a Revenant: you are a soulless machine devoid 
of feeling emotion, pain or pleasure. You are stiti intelligent, but 
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Cwoiste of f-e/* 

"My plane was in flames. Steam rose from its tortured wreckage 
as i watched it sink into the ocean. 

1 cursed my fate. Why did i think icould raid the forbidden 
island of Mriganka? Wtiy did I believe that one man could stand 
against the horrors ofShadoloo? As I swam away from the plane r s 
wreckage, t beheld the tyrannical majesty of Mriganka shimmering 
like an evil mirage above the water. Sunlight glinted off the head 
of the giant golden statue that defended the island, and the 
obscene cries of a horde of foreign ninja echoed across the waves. 

'This time, the gloves were off. and evil was going down for the 
count ." 

—Issue #32 of The Pugilist, TKQ in Thailand" 

Written by Raoul Bernstein for Real Heroes! mage/ina 

Mri*gan*ka (mree g&n r ka) island country Off the eastern 
coast of Thailand. Monarchy established in 1975. Land Area 
unknown. Population unknown. Main industry unknown. 

-New World Dictionary 

Off the coast of Thailand, a ministry of evil thrives. On an island 
of men, machines and madness, a fortress awaits. Crime festers 
like the rips fruit of corruption in this reclusive hideaway. When you 
mention the island, whisper its name, for the mere mention of this 
bastion ot evil can send those who know of its evil 1 into flights of 
(error. It is called Mriganka. 

Deep under the terrible architectu re of the surface, the dreaded 
crime lord, M. Bison, plots to conquer the world, From here, the 
tentacles or his criminal monstrosity reach out to conquer and 
exploit. Despair and suffering flows from Mriganka to every corner 
of the world. World governments are either powerless to oppose 
it or mysteriously unwilling to destroy it, 

Strraei Figfitfira, hdwevw, will not stomach such injustice. Action 
calls! They hack their way through the mighty jungles of the mainland! 
They sways through shark-infested waters! They risk their lives and: very 
souls to gain a glimpse of the world's greatest fortress of evil! 

Hou/ jo p 

Okay, so you r p layers are tired of messing around with ShadoJoo 
fronts alf over the world, They want to strike to the core of Bison's 
evil empire; they think they’re ready to Invade Mriganka. 


This chapter will show you what players can find onthe evil island 
of Mriganka While It's impossible to provide every detail of the 
immense rsland fortress, this chapter does give you basic maps and 
layouts of Mriganka, as well as most of the details on ihe island's 
security defenses and the madmen who call Mnganka home. 

Ultimately, what you do with Mriganka in your Street Fighter 
chronicle is up to you. Any number of missions could lead the 
characters to its fefad shores (some adventure ideas are given in 
Chapter Five). Use the information provided hero as a guideline for 
adventures set in Mnganka. but feel free to place any of your own 
characters on the island or change tfie island around to suil your 
particular adventure, Bison is constantly fiddling with the island's 
architecture and defenses anyway, so characters might find the island 
substantially different if they are unfortunate enough to visil it repeat¬ 
edly. 




























The Guff ot Thailand lies nestled between Cambodia and 
Thailand, rippffng in [he exotic world of Southeast Asia. 
Floating in the middle of the sea, one can almost sense the 
taint call of Bangkok to the north, the bustling trade with 
Singapore far to the south and the mystic secrets in the 
Cambodian jungles to the east. 

The eastern coast of Thailand is composed of dense 
jung les in our wot I d, the real world. you wou Id find hospital ity 
and scenic splendor. Yet this is not our world— it is the world 
of the Street Fighters, in the realm of the blacktop samurai, this 
jungle, the island nearby and its once-tranquil wilderness 
have been captured by Shadoloo. 

Close to the shore of that lush and tropical jungle, the 
jungles of Wriganka pulse with malevolence, and just off the 
eastern shore of Th ai Ian d, the is land of M riganka vi b rate s with 
ihe dark energies of Shadofoo. 

Splendor on the 
Mainland of Mriganra 

"I'd heard about the natives on the mainland; nasty barbar¬ 
ians whose minds had been warped by Bison's psychic 
powers There was a volcano to the MttSt. Not a natural one — 
an unnatural one buiit by Shadoloo. There were stories of 
heroes who had tried to take a peek at the island itself by hiking 
through the forest , only to be captured by the jungiemen and 
thrown into the maw of that mysterious volcano. 

7 didn't care for mosquitos, so I skipped the jungle and 
continued swimming towards the island instead ..." 

—The Pugilist 

toeLCOHE TO THE \J\JNQLE 


Before you assault the island, you may want to consider 
surveying it from the rotative safety of the mainland. Some 
heroes have speculated that examining the island Irom a 


distance beforehand woufd give Invaders a chance to size up 
the island's defenses. A few heroes have been know to give 
this tactic a try. According to Beal Heroesf magazine, three 
explorers actually came back from the Mrigankalese jungle, 
and they were quickly paid two cents a word for their evalua¬ 
tion: "No comment' 

On the mainland, the jungle is hot and steamy, Plants rich in 
nutrients open their arms to the glory of the sun. Travellers 
passing through will hear the plaintive warbling of the jungle 
birds. They'll almost be able to sense the tarantulas creeping 
in the coo! shadows. 

The Jungle seems peaceful, but gne would have to be mad 
to live near Mriganka. Despite this, there is a group of men who 
do... if they can be called men. Within this maze of moist 
murmuring madness lies the hidden world of the Mrigankalese 
jungiemen. 

MeaM^tese J ^ GL£MW 

This forest primeval once belonged to a society of noble 
men. Here, in the jungles of Mriganka, the jungiemen wait. 
They have preserved their peaceful way of life for millennia. But 
now they are tittle more than savage beasts—trained animals 
serving the will of Shadoloo. They were once highly intelligent 
and civilized natives, bul ihe Mind Cannon {see below) has 
corrupted their minds and sapped I heir will. 

Anyone traveling through these jungles must contend with 
the jungiemen, They are mighty and will not be swayed easily. 

The junpiemen are hostile to all outsiders and will attempt to 
capture any trespassers before sacrificing them to the giant 
volcano nearby. 

Each jungieman receives a ceremonial spear after his Rite 
of Passage. Extremely bravo werhors earn the right to carry a 
siing and a Tew “flashrocks" to use with it. 

Rashrock— Can be thrown up to five hexes. This highly 
unstable mineral is carefully mined in Mriganka. ff a flash rock 
hits human flesh at. a high velocity, it explodes. 
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An artificial volcano is located on the mainland of Mriganka 
near the section of shore closest to the isalnd itself. Beneath 
the volcano lies a massive warehouse where Shadoloo's ship¬ 
ments of smuggled goods are stored and organized before 
they are distributed throughout the world. 

The volcano also serves as an entrance to the Undercity of 
the island fortress. A great tunnel runs below the ocean, 
stretching from the warehouse under the volcano to the subter 
ranean portions of the island. 

The volcano itself is quite massive. Even explorers with skill 
in Survival will need several hours to climb to the rim. However, 
nests of machine guns manned by thugs are implanted around 
the rim of the volcano (mainly to prevent the junglemen from 
getting too close.) 

Undergt*o u n d La nd i ng Bay Hellcopte rs and hoverjet 
planes descend into the volcano to pick up and deliver mer¬ 
chandise. The volcano personnel will cut off the steam rising 
from the pit an d si i de o pen a massive moto rized ga te that seals 
the lop of the hollow volcano mountain. TTiO aircraft are then 
lowered right down into the volcano's ’crater". 

Warehouse A huge warehouse is underground on the 
mainland. Mindless Mrigankalesefunglemen are drugged and 
brought down here to perform heavy lifting. The directors of the 
warehouse, the Warehouse Warriors, are not to be taken 
lightly, 

A tunnel stretches from the mainland warehouse to the a 
warehouse on the seventh floor of the island’s Undercity. It 
continues around the Island to a third warehouse under the 


submarine docking bay The Warehouse Warriors often prac¬ 
tice the i r d riving ski I Is by raoi ng forklifts ba c k a n d forth throug h 
the tunnel- Vpdeo cameras line the corridor, and the automatic 
gun emplacements are almost as deadly as the carefully- 
orchestrated tactics the Warehouse Warriors can execute with 
their forkfifts. 

The Warehouse Warriors Three deadly women su¬ 
pervise the warehouse. Be careful. They will show no mercy in 
Crushing their enemies. Becca Is armed with a giant knife, 
Dlone carries a stun gun and Laverna just directs traffic with 
her unusually loud voice. 

Warehouse Warriors 

Use the statistics given for Warriors in Appendix Two of the 
Street Fighter rulebook. Each Warehouse Warrior will have 
one additional Ability: Drive (Forklift) 5. 

Forklifts: A forklift can move up to eight hexes per turn. 
Turning a forklift can be difficult. A thirty-degree turn (one hex 
side) in combat requires a roll of Dexterity + Drive and one 
success: turning two hex-sides requires two successes, turn¬ 
ing three hex-sides requires three successes. A charging 
forklift will do two dice of damage tor each hex it moves in a 
straight line before ramming an opponent, up to a maximum of 
16 dice of damage. 

HtMC TH6 

What will happen if the Street Fighters forego the jungle? The 
island has many defenses against invasion by sea o-r by air, 

Assault 

What if the heroes try to approach the Island quickly 
through the air? Such tactics are dangerous in the extreme 
Before their plane would get in sight of the island. radar would 
attempt to detect their aircraft, and the island’s rocket launch¬ 
ers {see below) would make mincemeat out of any plane. 
Evading rocket-fire while piloting a plane is a resisted roll 
between Dexterity + Driving (Piloting) and the automatic rocket 
launcher’s Dice Pool of seven dice. The rocket launchers will 
aim to Cripple a plane so that the aircraft must crash land into 
the sea. 

Giwskwts on we Waters 

To deal with anyone approaching on the surface of the 
water, a squadron of hovercraft are waiting on the eastern 
edge of the island. Anyone traveling by speedboat will have to 
roll Dexterity + Driving to outrun them. Anything but a speed¬ 
boat will bp too Slow to oulrun the hovercrafts. 

Swimming, oddiy enough, is fairly safe, but quite strenuous. 
It requires three successes on a Stamina + Athletics roll to 
make it to the island. Anyone failing the roll must deal with the 
menaces described below in "Vigilance Under the Water." 

1/Kttwe Umxg m \n„ e[ . 

Scuba diving is another option. It takes skill, stamina and 
stealth to make it safely to the island. There are many hazards, 
however. Frogmen armed with undersea weapons patrol the 
island regularly, and they cover a Fot a territory quickly by using 
giant propeller-sleds. Characiers who successfully bypass the 
pal rots can enter the island fortress through the submarine 
docking bay 


C"*5 





No r these guys aren't related to frogs, They just have 
flippers, swim around a lot. catch annoying pests and occa¬ 
sionally hop around on land. Use the statistics for Toughs From 
page 170 of the Street Fighter rutebook 

Special Maneuvers 

Scuba Slash— This has the same stats as a knife attack, but 
it's used against an opponent’s scuba equipment, A Damage 
test Is made against an opponents Dexterity, not his Stamina. 
With a successful attack, the attacker must beat his opponent 
in a Contest of Dexterity. IF he's successful, the opponent's 
scuba gear is ruined (a hose is cut, a Face mask is shattered, 
etc.), 

Harpoon— This works fust like a spear, bul it can only be 
fired once from a miniature gun the Frogman carries. 
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What you’re about to see is a listing of locations beneath the 
surface of the island. Each location is shown on the cut-away map 
of the island fortress found at Ihe beginning of this chapter. When 
you're using maps, remember that tFtey're supposed to help you 
tell a story, As long as you have a list of rooms characters can visit, 
a Few of our maps and a rough sketch of where some ihings are, 
you can run adventures on this island. 

Characters may be able to obtain a rendering of the island 
base, Some well-protected computer files contain a bizarre 
drawing of the island. The map was drawn by a minion of 
Shadoloo who defected to Interpol (and then mysteriously 
disappeared shortly thereafter), The drawing shows the detail 
above ground and reveals some of the secret activities below 
the surface of the Gulf oF Thailand. 

Th£ Gcouno 

7 crawled out the water and onto the shore. The base of the 
island was surrounded with trees, and thankfully, there weren t 
any Mrigankalese jungfemen in them. 

The minions of Mriganka seemed happy with their plight. 

Uniformed guards patrolled the island, yet behind their 
stylish sunglasses, I coutd almost sense their brutish content¬ 
ment with their lives as simple thugs. They worked as if 



possessed by one mind, as if they had the mindless devotion 
of ants in a hive, 

“Faraway , on a mass /vs column of stone, a giant temple with 
twisting spires was bathed in shadows, despite the bright 
sunlight overhead, i could see reclusive monks climbing the 
edifice, perched here and there In meditative postures, * 
-The Pugilist 

Locations 

Below are descriptions of the major areas on the surface of 
Ihe island. At any given time, the island is crawling with 
Shadoloo security and technicians. Use the statistics for 
Solidiers in Appendix Two of the rulebook For normal security 
personnel and stats for Toughs For the technicians. Occasion* 
ally, Revenants, Thconsoreven Bison himself will be wandering 
about the island. 

1 - Hr. Eison 

Towering over the island of Shadoloo, a mountain sculpture 
screams oul Bison's message of vanity to the world. Four faces 
are carved into the southwestern side of the mountain: Bison, 
Bairog, Vega and Sagat. They are the Bosses of Bison’s 
criminal pyramid. 

The portrayal of Vega isyet another reason why the Spanish 
Ninja hates traveling to Mriganka. Understandably, Vega's 
Face on the mountain is covered by his stylish designer mask, 
Despite his desire For ‘anonymity’", Vega is also distraught that 
his beautiful face cannot be seen. Not only that, but his head 
on the sculpture is smaller than Balrog's (that brute). The mere 
sight of Ml. Bison sends Vega flying into a tiff. 

2. The CJoroeM Statue 

Precious metals have been shipped alt the way from an 
Overlord's base on the island of Sri Lanka. These extravagant 
gifts have been used to coat the surface of a giant statue. 

The Golden Statue towers above all other Features of the 
island, save for Mt Bison This large statue is used to survey 
the ocean, air arid mainland. It serves as a lookout point for 



intruders, The head can rotate to “watch over" the waters 
surrounding Shadoloo. The equipment for the island's defen¬ 
sive air radar net is in the statue's head, as is the weapon that 
keeps the junglemen forever trapped in a state of mindless 
savagery; the dreaded Mind Cannon. 

The Mind Cannon 

One of the greatest breakthroughs in the evil technology of 
Shadoloo is a massive weapon of mind control. The Mind* 
Cannon is a masterpiece Of mad science. Simply point the 
barrel at someone's head and push the button— an invisible 
beam of tight will plunge into the depths of his mind. Unfortu¬ 
nately. Mind Cannons are HUGE and usually require part of a 
nuclear reactor to power them. The Mind Cannon is currently 
located in the Golden Stalue and is used lo bombard the 
mainland and the junglemen who live there. 

The Mind Cannon can decelerate or accelerate the brainwave 
activity of its chosen subject, The effects last only for a tew 
hours, however. If applied to a subject over a prolonged period 
o! lime, the effects will become permanent. 

Characters have a chance of resisting the Mind Cannon. 
Creaking free requires three successes on a Willpower roll. 
Overcoming the effects of the ray involve shunting psychic 
energies to another part of the brain Each point of Chi spent 
will give one success. 

Characters who fail to resist the Mind Cannon wilt find their 
Intelligence temporarily lowered by one poini. Repeated doses 
will reduce the subject to a state of idiocy and savage, 
mindless behavior. Anyone who is reduced below one dot of 
Intelligence will become incapable of independent action. 


These monks are the very same ones who initially assisted 
M. Bison in discovering the island and, more importantly, the 
meteor, Although Bison no longer finds their services useful to 
his religious plans, he does allow them this modest aerie as a 
place to meditate and enhance their arts. There are only eight 
monks remaining in the Order, and Bison apparently has no 
plans helping this organization to grow. 

The monks bear a strong hatred for the Order of Heavenly 
Unity, The leader of the Order of Heavenly Unity, Aka Zahn, 
was once a monk in the Order of Perpetual Darkness until he 
betrayed them and convinced Bison that his new religious 
order would give Bison more power and influence in the world. 
While these monks are still loyal to Bison and would never act 
against him, they migbl consider aiding Slrees Fighters if they 
thought it would hurt Aka Zahn or his false religion, 


^ The hfoNAsreey 


A corrupt group of monks from the Order of Perpetual 
Darkness live far above the ground in a massive temple resling 
atop a thin pillar. They are masters at channeling the powers of 
Chi for dark purposes. Bison used to visi! periodically to gain 
spiritual enlightenment and further his own powers Howeven 
after the discovery that unleashed his psychic powers. Bison's 
visits have become less and loss frequeni. 
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^^RDEROFHEAVEMlvUfjnV 

Heroes assaulting Shadoloo might be stunned to see a vast 
cathedral on the island of such an evil base. Perhaps Bison 
does have a heart. Perhaps this area should be spared. 

Fools! The towering spires of the church are actually nuclear 
missiles waiting to wreak havoc on an unsuspecting world! The 
"church" is a glorified home for Bison's masters of nuclear 
weaponry. 

Soft-hearted heroes wifi spare this site. Pity their foolish¬ 
ness. 

Tho church is also the home to the director of (he hive-city, 
Aka Zahn r Archtheon of the Order of Heavenly Unity. The 
church serves as Aka Zahn's own palatial estate. A few minions 
maintain the ordnance of radioactive destruction that is the 
pleased centerpiece of the church's existence. 

The Order of Heavenly Unity is based upon the concepts of 
u n iform ity an d conform ity. It see k s to red u ce on e's i rid ivi d uo I ity 
to nothingness and, in doing so, saps an individual's tree will 
and creativity, Priests of this order are called Theons, and each 
priest carries a small pendant around his neck that holds a 
small fragment of Bison’s meteorite. It i$ Shis mineral fragment 
that boosts (heir dark powers and grants Bison and Aka Zahn 
complete control ovor them. 


It was Aka Zahn who convinced Bison to abandon the 
monks who serve the Order of Perpetual Darkness in favor of 
supporting a mom marketable religion, one that would give 
Bison power and influence over more people. That religion was 
the Order of Heavenly Unity. Aka Zahn still bears no love for the 
Monks of Perpetual Darkness: the dwellers in darkness pray for 
Aka Zahn's untimely demise. 

Playing Aka Zahn; Zahn delivers sermons when doing 
anything, whether he's commanding grunts, enslaving min¬ 
ions or ordering monks to fetch him pizza. Despite his religious 
trappings, Zahn prefers to remain alone behind a screen ot 
television screens and laugh at ihe suffering of his minions. 

Appearanee: Zahn is a giant of a man, almost slx-and-a- 
half feet tall. His mouth is twisted in a perpetual sneer, and he 
has singed off all the hair on his head with a purifying flame. He 
wears black robes with gold trim. 

Aka Zahn also wears a meteorite pendant similar to those 
described in Chapter Three under "Theons". However, Aka 
Zahn's pendant is much larger and can store up to 10 points 
of Chi at once. 

5 . Sweat* PM 

i 

1 Intelligence analysts keep up on the world's information 
' through this satellite dish. It is also used to monitor an orbiting 
fleet of satellites (armed with heaven knows what). 


Aw 2 ahn 


Position: Director of the Hive-City 
The city above ground never sleeps. Throughout the day, 
mi nd less th ugs patrol the island „ too hnician s mon itor derection 
devices and weaponry and the Theons lead their life of devo¬ 
tion to the powers of the night, The man who oversees the world 
above is Aka Zahn, Archtheon of the Order of Heavenly Unity- 
Hidden within the Church of Heavenly Unity, he is attended 
by a dozen Theons of the Church. Within a room filled with 
monitors and computer equipment, he maintains a strangle¬ 
hold on Bison's followers. Church services are held daily, and 
Zahn's twisted charisma helps him brainwash his followers. 
Theons, scientists and mindless thugs alike hear his inspira¬ 
tional sermons and obey. 
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Thrs looks like a building one might find in a University The 
building has no windows, and inside, a secret experiment in 
robotics is taking place. The description is listed under the 
Science Wing, 
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No evil base wouid be complete without some recreation. 
The bunjee jumping craze took a firm hold in Mriganka. 
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Speed 

Damage 

Move 

Punch: Jab 

£ 

4 

4 

Strong 

A 

6 

A 

Fierce 

3 

6 

3 

Kick: Short 

S 

6 

4 

Forward 

q 

0 

$ 

Roundhouse 

3 

rt> 

3 

Grab 

A 

5 

T- . .( 

Block 

e 

0 

0 

Movement 

7 

0 

-? 

OJCKINB FIERCE 

3 

A 

C 

DOUBLE HIT KICK 

2 

7 £2 TESTS) 

3 

SCISSOR KICK 

4 

? (2 TESTS) 

7 

JU VF 

7 

0 

A 

cobra CHflpyir 

3 

0 

3 

WIMP CONTROL 

t 

NCWg 

. . .S ^ 

ffHND READING 

WONE 

NOME 

a 

psychic vise 

A 

tz 

0 

PSrCKMNEnC CKAIWElLWS 

SPECIAL 

^3 

SPECIAL 

teH-Efathv 

SPECIAL. 

SPECIAL 

SPECIAL. 

BLOCK ro SCISSOR KICK TO PUCKIIVO FIERCE CPf 


BLOCK TO CO&RA CP.AR .fA 


This vast mural covers the cliff that overlooks the eastern 
shores of the island. The mural displays giant carvings of the 
gods of Thailand. Most of the carvi ngs are puses of the Buddha. 
On the reverse side. a. bas relief of the four poses of Siddharta 
Gautama before his attainment of Nirvana can be seen. There is 
a blank spot where the fifth pose would be. Construction of Ihis 
sculpture was never finished- Instead, the artist concentrated his 
efforts on building the fifth representation as a sculpture basfde 
Sagafs stage outside of Bangkok 3agat has taken this symbol 
as a personal insignia. Someday, when Bison can convince 
Sagat to fig ht here at M riganka. Sagat will eslabl ish h is new stage 
at the base of the Wall of Gods 


up for fights is in the middle of an open courtyard. A massive 
brass bell to one side of the field signals the start of a fight. 
Theonsfrom the Order ot Heavenly Unity witness the event and 
pray for injuries. 

11. files'fre H!V€ m 

In back ol the Temple of Pain, a number ot modest huts are 
available for visitors. When Bison sponsors a tournament, the 
Thcons bring modest, and only occasionally drugged, meals 
Each hut also has a central pillar and a spire on the top. 


1z Eauxk's Cavuo 


Balrng loves to visit Mriganka. To entice him to visit occa¬ 
sional^, Shadoloo has financed a casino. All "employees" of 
Mriganka are paid their wages on plastic credit cards Al any 
tnrne. an employee can redeem his credit card for any form of 
currency at the back of the casino. However, subliminal mes¬ 
sages buried under the music «n the casino guarantee that no 
visitor will pass through the casino without indulging in a IrttJe 
gambling, The money is split between Bison and Bakog— 
erghty/twenty, of course. 


These domes house the rockets that Bison's technicians 
use to take hostile planes and helicopters out of Ihe air. The 
rockets possess sufficient firepower to remove nearly any 
vehicle from the air. 

?0- Teme of 

This "temple 1- is a favorite stage for Bison to take on all 
challengers. When tournaments are hold on the island the 
competitors are brought here. The concrete quadrangle set 


This giant stadium is currently covered by a huge rolling 
steel door A gigantic ‘skull and wings" insignia has been 
painted on top. After Bison conquers more of the world, he 
hopes to invite hundreds of thousands of people throughout 
the countries of the world to come and witness the biggest 
World Warrior competition of all time. The stadium seats over 
300,000 people, and the ro I laway doors have been strength¬ 
ened to increase security. 























































































































SWHHINC Poet 

How tranquil! Near she main entrance to the Undercity is a 
gigantic serene swimming pool Killer sharks do not patrol the 
pool, nor wifi rolling steel doors cover up the water in an 
emergency, forcing everyone inside to slowly drown. The 
rollaway doors are coder the water, There is a 2,000 foot silo 
under the pool holding the Hypertronic Space Shuttle. tf the 
Shuttle must be launched, the pool wilt open, and anyone in the 
pool will plunge thousands of feet to a grisly demise. 

IS. Cwe 

Four hovercrafts ate docked here The six thugs who oper¬ 
ate them live in a shack arid spend most of their time monitoring 
radar, playing cards and watching television 

Qun W1/75 

Each one of these huts contains a stairway and elevator 
leading to the Undercity, A gun hut is at the top ot each of the 
four sections of the fortress underground A turret allows the 
guns to rotate iflO degrees, but due to a lack of foresight, the 
guns can not pojnt stra ight up. Th & guns do f 2 d ice of dam age 
to anyone they hit. 

« |Lf0|jU 

This attractive set of giant double doors leads to the first 
levot of the Personnel Section. Visitors to the island are some¬ 
times escorted hore on their way to the cafetorium. 


™ Uw>£ terry 

"Continuing to explore, t eventually saw a path leading to a 
huge set of double doors. A video camera was mounted on a 
small stand, and it slowly turned to face me. 

Drawing my Chi into my upper body ■„ I leaned forward and 
rushed toe camera with a devastating Siide Punch. Fragments 
of metal and plastic sprayed across the ground. 

1 stood before the doors to the Undercity. The faces of Ml 
Bison seemed to stare down at me. as if daring me to enter. 

"Strangely enough , the door was open ..." 

-The Fugliist 

The underground portion of the Mriganke base can be 
divided into five sections-, 

1) The Central Corridor: Administration—This includes the 
council room, the Space Lab and the nuclear reactor 

2) The Eastern Sector: Weird Science— This is where the 

evi I sci ent ists have their I aboratori es, ^ 

3) The Northern Labyrinth: Personnel— Hundreds of people 
pass through these hallways every day. 

4) The Southern Sector: Military— An army of two hundred 
warriors trains in the Grand Do\o. 

5) The Western Sector: CrimeLabs— Under the earth, seven 
tloors of scum and villainy plot and scheme new ways to raise 
funds for Shadotoo. 

"Reciting the mystic man fra I had teamed after my run-in 
with the Thugees of Punjab {see The Pugilist, #27), I gathered 








my Chi and tried to perform an ancient rite Act norma), t 
thought. 'Act normal. You're supposed to be here. You're a 
security guard .' 

"Thai fact that I was still soaking wet didn't help. Sometimes 
the mantra worked, $c>meiirnes it didn 't. 

“At the end of the corridor was an elevator shaft I jammed 
my hands between the doors and pulled. They opened easily... 
too easily. 

“I got ready to climb down the shaft. * 

-The Pugilist 

You have seen the world above ground, but there are 
countless rooms in the Under city of Shadoloo. Many ot these 
locations can be seen on the drawing. 

Four ot ll ie sectors are connected by a monorail track. The 
Ultratrain travels in a circle, stopping at tram stations in the 
Northern, Southern, Western and Eastern Sectors. 

The first sector we will see is the domain ot the Evil Scientists. 

jam* The**#* 

im 

Robot Project — Ttiisexperimerit is contained in a bunker 
above ground. Ever since the scientists got satellite t.v,. 
they've been watching hours and hours of bad science-fiction 
movies and getting ideas for new types of robots. 

This test chamber is currently being used to further studies 
in robotics. Mow the viewscreon between this room and Room 
Thirteen has been replaced by a wide-screen television. The 
technicians working on the Robot Project keep up morale by 
endlessly watching old sci-fi movies. This is the most vulner¬ 
able laboratory, but il does make a good showcase for viSiting 
Overlords, and occasionally the scientists produce a robotic 



World Surveillance Project— This location is also known 
as Room Thirteen. The television screen on this side of the wall is 
used to monitor incoming data from the satellite dish. The screen 
can be divided into thousands of smaller view screens. 

Cryogenic Suspension Tanks— The scientists at Bison's 
Labs have perfected a means of preserving living humans by 
freezing them at subzero temperatures. Since Bison is always 
paranoid about security, he has frozen hundreds of warriors and 
ninja from throughout 1 he world and stored them m this room, He 
also has a few dozen spare scientists, just in ease he realty needs 
to kill everyone and start over 

Train Station— rhe Ultratrain stops hare. 

Thio> Lem 

Lobotomatic Psychic Perfection Experiment— 

This lab produced the single working model ^of the Mind 
Cannon, which is now stationed in the Golden Statue Mow the 
technicians struggle to find better ways to harness psychic 
mind control rays to procure enlightenment. Two technicians 
work in this lab. Bob and Zarah Hoffenstadter work day and 
night in search of their elusive goal. Test subjects are some- 
limes brought down here for experimentation. 

fwiRTH Level 

Submarine LauncKing Bay Submarines are launched 
from this sealable launching bay. Now that the final touches 
have been finished, shipments come and go freely. A crane 
and freight elevator can lower crates down a long shaft that 
adjoins a tunnel under the waters of the Guff of Thailand. The 
Warehouse Warriors can drive their forklifts to the base of the 
elevator and drive away with precious cargo. The submarines 
could also act as an excellent emergency escape route tor 
Bison should anything aver go seriously wrong 

The Hyperlntelligent Mutant Squill This is per- 
haps the most frightening application of the Mind Cannon 
technology to date Bison's scientisis have taken a giant squid 
from the ocean, accelerated its thought processes and turned 
it into a psychopathic killing machine. The squid has become 
a mascot for many of the researchers, and he occasionally 
patrols the waters around the island Despite his violent nature 
and crypllc demeanor, the scientists are quite fond of him. 

Occasionally, the Giant Squid patrols the waters with the 
frogmen. The frogmen all wear special red wetsuits, which 
allow the squid to distinguish them as objects that should not 
be eaten 

The squid has 10 arms and can attack up to five different 
largets at once. 

Smy Lem 

Submarines— There arc three submarines under 
Shadoloo Two are used tor shipments; the third is a mini-sub 
reserved for Bison's use only 

CeiVTCAL Ookwdok 

This high security area houses three of the most critical 
rooms in the building and a rose garden. 

Elite Security 

To defend high security areas, these highly efficient guards 
will fight with manic efficiency. Elite Security is the equivalent 
of Jonin Ninja. You can find their statistics in Appendix Two of 

the Street Fighter rulebook 
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Manuevers and Powers 

Speed Damage 
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Secom hoots 

Secret Space Program Risen is currently waiting to 
conquer outer space as well. The Hypertromc Space Shuttle 
waits at the ready. It also provides one of the many escape 
routes Bison has. Current plans for the exploration of space 
include launching satellites with Mind Cannons, developing 
zero-gee maneuvers for Ler Drit and getting ready for coloni¬ 
sation on the Dark Side of the Moon. 

The SpaceLab is located inside the control corridor in a 
ou il di ng that hangs on the western wall u nder the swimmi rig pool. 


THE.- SI ANT StVUJD CAN REACH UP TO S HEX E S AWAX. 


World Planning Council — This is the star chamber! 
He rathe Overlords of Shadoloo report to Bison on their progress, 
allowing Bison to coordinate his global criminal empire. Per¬ 
sonal viewscreens are also set aside for the Overlords of bases 
throughout the world, and Bison Vega and Sag at also 
telecommute from time to time. A giant world globe can rotate 
3G0 degrees to show geographical information, and pop-up 
computers can access data tor these masterminds of crime. Ot 
course, should anyone fail In their appointed missions, retribu¬ 
tion can be swift, A hole will open in the floor, and the 
unfortunate traitor will be dropped into a massive pool of water 
where the giant squid can be fed. 

fr/KD Am Fourth Floats 

Vega’s Rose Garden Originally, this room was re¬ 
served by Vega to use for a rose garden... until something went 
horribly, horribly wrong. Scientists had to use the room to install 
the nuclear reactor that powers the base and the Mind Cannon. 
Radioactivity leaking from the reactor mutated Vega's roses 
into botanical monstrosities. The mosl notable of these is a 
singing rose bush over fifty feet across. This mutant rose 1$ on 
abomination to Vega, and yet another reason why he petulantly 
refuses to visit the Mriganka. 

Radioactive Rose 

This is a new strain of mutant plant. It can constrict up id three 
people with curling tendrils and also has the ability to emit a bizarre 
singing noise Mutant roses vary in diameter from five to fifty feet and 
have two levels of Health for every five feet of diameter. 

Attributes, Strength 3, Dexterity 1. Stamina 4. Charisma 1, 
Manipulation 1, Appearance 1, Perception 1, Intelligence I.Wits 1 

Abilities: Survival 1 

Chi: 5, Willpower: 1, Health: 15 

Maneuvers: Grab {Speed 1. Damage 6. Move 1). Block 
(Speed 5, no Damage, no Move) 






















































































Special Maneuvers: Brain Mulch- a mutant rose can do 
damage by vibrating Its petals to a pitch that shreds human 
Mesh, Each turn of singing requires one point of Chi. Anyone 
within hearing range who fails a Willpower roll to resist will take 
three dice of damage. 

Nuclear Power Generator .The base's main source 

of power is here, The Nuclear Power Generator is yet another 
revolutionary advancement discovered by the scientific minds 
that serve Shadoloo. If the heroes have the Science or Com¬ 
puter Ability, they could shutdown Shadoloo's main source of 
power (forcing them to switch to back-up generators and shut 
down non-vital systems), Of course, botching a roll would start 
a meltdown. It is doubtful that the meltdown would progress 
very far (the base has scientists and technicians to handle this 
sort of thing); however, it would make tor an excellent distrac¬ 
tion. 

Thc Northern Wing— 

pes&WNet 

For many of the denizens of Mrigank,a v this area makes their 
lives a little easier and a little nicer... so that they can go out and 
make other people's Jives much worse. 

Ef Rsr Floor 

Dining Hall and Indoctrination Center- A path 
leading down from the Beehive Huts (listed above) passes 
through a rollaway door to a massive dining hall This multipur¬ 
pose room can feed hundreds of guests at its glorious cafeteria, 
hold formal meetings for visiting Street Fighters, brainwash 
everyone inside with subliminal messages, or seal up instantly 
and asphyxiate everyone in the room with exotic poison gas¬ 
ses, Utilitarian, yet stylish, 

Train Station The Ultratrain stops here, 

Second f tw* 

Barracks - The entire second floor of this wing is dedi¬ 
cated to housing guards, technicians and scientists who staff 
the Undercity, The barracks are spartan but complete. 

five# 

Data Storage — This Is one of the rnosl sedate arid sane 
roams in the fortress. Row upon row of file cabinets, microfiche 
machines and computer hard drives rest under layers of dust 
and cobwebs. Three ancient librarians tend to (heir duties and 
stir the dust around, 

Appearances are deceiving. This room has some of the 
most valuable stuff on the island, information on the activities 
of Shadoloo throughout tho world, If a group of characters 
found just one file of vital information, they would have enough 
leads for a year of adventuring. 

fwiPTH FUXK 

Radioactive Nightclub— Everyone needs a little recre¬ 
ation, but Bison doesn't want his employees to have too much. 
The nuclear reactor that powers the base is right next to tho 
island's nightclub. This way. none of the visitors lo the night¬ 
club stay past their allotted curfew. Radration scanners and a 
med-station are located nearby The club is lit by liny glowsticks, 
and snacks are always cooking at the buffet (of course, no 
cooking devices are needed). 


South WiHc;- FogccSDf 
Shaooloo 

There is fierce rivalry between the four sections of the North 
Wing. Each year, the greatest students of Bison, Sagat, Vega 
and BaJrog meet in the Grand Dojo. These four styles have the 
honor of maintaining a training camp in the bowels of Mriganka. 

Train Statin n The LMtratrai n stops he re Di rectly behind 
the train station is the Grand Dojo, It should be noted that the 
track of the Ultratrain occasionally climbs and dips like a roller 
coaster, allowing it to access each sector on more than one 
level, 

Qejw 

This room is shaped like a large hexagon. Visitors to the dop 
check in at the front desk along ono wall, Footgear must be 
removed, and each visitor must don a colored robe. Followers 
of the same style wear robes of the same color. 

One blank wall contains the entrance. Four of the six walls 
have murals depicting the styles of the four main Bosses, The 
sixth wall Is opposite the entrance and has a painting ol the 
giant "skull-and-wings" insignia of Shadoloo. 

few WlNd— Tup 

CmeUa 

We shall not tarry long as we contemplate the depths of 
perverse genius used lo postulate the crimes of Shadoloo. This 
nexus of twisted planning creates criminal masterpieces that 
rival the brain's capacity to recover from shock. 

f too* 

Sales Office*—An international computer network tracks 
global shipments of illegal goods. Here an industrious spy 
could gather valuable financial and shipping information about 
nearly any of Shadoloo's thousands of subordinate groups. 
Finding useful information requires a successful Perception + 
Computer roll. The number of successes needed depends on 
the type of information the characters hope to uncover. 

Seoonb Floor 

Chemical Laboratory— In the world of the Street Fight¬ 
ers, many drugs come from the laboratories of evil scientists, 
In Mriganka, master chemists invent new drugs, as well as 
addictive foods, beverages, television shows and chemically 
treated clothing. The most sinister plan is a top-selling card 
game coated with addictive chemicals. All chemists wear 
white uniforms and lab coats, and security guards patrol the 
corridors between work carrels. 

Third f too* 

Packaging Plant— Here various illegal and stolon goods 
are packed and prepared for shipping. They are then trans¬ 
ported to tho warehouse. 

fouR jy fioo£ 

Slaves- The slaves are caged here like animals and 
regularly drugged. 



Fifth Fuxk-SM** 

Many operatives ot Shadoloo eagerly await the day when 
they will visit this section ot Mriganka. 

Luxurious Suites lor Master Spies and Crimi¬ 
nals— Bison uses many spies, and the Overlords of the World 
otten visit, arriving by jet or helicopter, When mol being briefed, 
brainwashed or brought to the Central Council, they relax 
down here (or on the Seventh Level). Most are wise enough not 
to visit Bison's Casino, though. 

Average Luxury Rooms Accommodations for ten to 
twelve agents are here. The average room has a feather bed, 
a television with a VQR and video library, a nightstand and a 
washroom. Fine paintings hang on the walls, a dining table is 
provided for gourmet meals and a stereo system is equipped 
with the agent's perse rial music package. Personal computers 
wait expectantly in the corner of each room; each one has a 
screen saver showing a flickering image of the world in Names. 

Gadget Acquisition Room The scientists make 
deliveries to this room on a regular basis. In fact, many evil 
agents in Southeast Asia obtain their *toys" here, (For some 
ideas for secret agont gadgets, see Chapter Eight of the 
Street Fighter rulebook.) 

Brief! ng Room Thi s i s a soundproof room wi th a aim p le 
meeting table and a small holographic projector. 

Spy Bur Agents who lire of the privacy ot their own room 
gather at this exotic bar. The club's manager, Myra, changes 
the theme of the bar to suit each group of agents arriving, The 
bar is twelve feet long, and there arc six tables for drinking, 
gambling, scheming and romance. 


Prison- an d Tortu re La bo ratori es Encmles of Bi son 

are kept down hem. The average cell has enough room for 
pacing restlessly, and the level of luxury can be adjusted to the 
whims of the Spymaster. 

<£V£WTH f 100* 

Warehouse Black Market Goods are stored here. Fork¬ 
lifts carry crates to the underground chamber. This warehouse 
is connected by a long underground tunnel to the larger 
warehouse under the volcano on the mainland. A second 
tu n nel leads to a freig ht storage 0 rea where shi pments from the 
submarine are kept. The Warehouse Warriors race the forklifts 
down narrow corridors when shipments arrive. 

7 was lost, utterly and totally lost., reeling from the visions of 
evil I had seen I know my mantra had to he working. . why else 
did the thugs Ignore me? My timing as I stalked through the 
corridors was perfect. 

"Yet in the dark recesses of my brain, i felt a compulsion to 
travel deeper, to witness the darkest secrets of Mrfganka, 
Within moments. I found myself standing before a metal door. 
It too. was conveniently locked. 

'My vision blurred. Where was / going? Could my reserves 
of will sustain me? What were the sinister figures that mechani¬ 
cally moved towards me? 

"Robotic men stalked metal corridors, i had found the 
depths of the Undercity, and stiii I fought on. v 

-The Pugilist 




Far below the Underctty, the highest security areas can be 
found. No one knows the layout of these areas except Bison 
himself. The following locations are rumored to exist in the 
Depths of Mnganka, 

Elite robot guards patrol th© corridors, and security cam¬ 
eras ©re everywhere. 

Special Maneuvers ElectroBoit — This arc of elec¬ 
tricity can reach up to five hexes. It uses up one point of the 
robot’s Chi (electrical reserve power). 

1. Uison's 


What do you think Bison has in his bedroom? There’s a 
personal fifm projector, pictures of his greatest triumphs, a 
training mat, a giant waterbed, black walls, black carpet, black 
tights and a secret escape panel. Add whatever ^you want- 
after alt, you got to decide what Bison really wants on the 
island. 


2 &j 
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Bison has his own personal virtual reality room capable of 
projecting holographic images of nearly anything or anyone. 
When having zillions ot dollars and covert control of the world 
isn't enough, he pushes the limits of his, megalomania in here. 

J Th£ 

This is a long tunnel with padding on the floor and waits. 
Bison is trying to integrate new techniques with his Psycho 
Crusher, and he's trying to build the duration of his flight. 

A Hastcx 5tfi uw 

The dedicated, hardworking, brainwashed staff here can 
see through any of the video cameras around the island. With 
th© airlock, thick steel walls, self-contained power supplies, 
independent life support and automatic defense systems, it's 
doubtful that anyone would get down here. 

The staff has eight dice in their Pore option + Security Dice 
Pools; their chance of seeing any particular intrusion, and the 
difficulty of the roll, depends on ihe nalure of the activity. 
Cameras are hidden throughout the Island. 

t The 

The lowest leveJ of the fortress is behind a massive door at 
the end ot the "Flight Deck" Steel walls glow from the malevo¬ 
lent energies of an alien meteor. Bison comes down hero to 
meditate. Within moments, he can restore his Chi to 10 by 
basking in the meteorite's glow. 

It rs recomended that the characters never be allowed to see the 
meteor, or even know of its existence, The meteor is one of Bison's 
closely guarded secrets. Aka Zahn is the onty person to have ever 
seen the meteor (and not die afterwards). The true meaning behind 
tie rmeteor 'will be exploded in future supplements. 

"The corridor no doubt reached far under the waters of the Guff 
of Thailand. I couid barely stand as springs end cogs lay scat¬ 
tered about me. 

"Then the floor opened. Trap door. 

"/ fell down a massive slide into a huge metai chamber, in the 
center of the room, a giant stone, no doubt Of alien origin, pulsed 
with dark energies. 



"The glow of the aiien meteorite illuminated a cloaked figure, i 
didn't need to see him. I already knew how to sense pure evil. 

"His cloak whirled around his body as he gracefully tossed it 
into the comer. He took a fighting stance and pointed at me with 
a meaty, gloved hand. 

You're not hero to destroy Mriganka ,' he said. You want to 
fighi me. Prepare to be destroyed .' 

‘'Destroyed?"! said. "Chump: I'm a duly appointed represen¬ 
tative of the U.S. of A., the champeen of the American Boxing 
Alliance." i thumbed my nose. Tm gonna tear you apart..." 

i sit'd across the room, charging forward at foil force to rock him 
With a devastating uppercut, t le gathered his dark energies and 
threw himself at me in a twisting Psycho Crusher 

"Somewhere a bell rang. Do not ask for whom the bell tolled — 
top fight was ail mine. 

"Hey, i know i ain't Hemingway, but then again, ol'Ernest never 
had to fight M. Bison ..." 

-The Pugilist 

^H*f) Ihcy'k Cbtpcwd Cummey 

So, how do Ihe players destroy Mriganka? They don't. Well, 
they could.. 

Sup pose they di d? Sup pose they took out every g uartb bSew up 
every room, foug ht M Bison to a stan dstil I and sh ut all the c rim inal 
operations down? St Mriganka was really destroyed, the base 
would he moved somewhere else. Moreover, each of the Over- 
lords of Crime would become more powerful, and each of their 
bases would gain greater autonomy, and the criminal web would 
extend even further,. 

It's far better to prevent the characters from such total victory. 
Let your ptayers strike at the heart of Mriganka again and again. 
They wort always get exactly what they want, but hopefully they’ll 
accomplish their mission and get out alive, That way, I hey'I I be 
able to come back again and again, 

Ihe hotel room i woke up in the next, morning was a flophouse'. 
Bangkok was hot that lime of year. 


"f had gone into Mriganka fuil-tHL straight into a fight with the big 
guy himself. ! thought f could do it ail with punches and fancy 
footwork, t hadn'! counted on the mumbo-jumbo psychic attacks. 

"So maybe I didn't manage to take out ali the video cameras. 
So maybe I didn't take down Mriganka. Heck, i get the feeling that 
he knew I was comin' to fight him the whole time , Maybe it was that 
psychic mumbo-fumbo that brought me down there in the first 
place. 

“The swelling in my left eye should go down soon, and within 
a few weeks, walking won't hurt so much, it’s time to go back to 
training. 

"I want s rem&tph." 
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Chapter §: 


The setting and characters you have seen up to this point 
can help establish the Foundation for any game of Street 
Fighter. The next step is forming stories and chronicles For 
your player's adventures. Once this is done, the menace of 
Shadoloo will come alive in your game. 

This chapter Lies together all the characters and plots al¬ 
ready presented and gives you some ideas on how to build 
chronlclesand stories that involve adventures against Shadoloo. 
Each set of adventure ideas is grouped by a general concept 
for a chronicle. For example, "Interpol Agents" gives you 
several story ideas For a chronicle in which the players' charac¬ 
ters are agents employed by Interpol 

As the Storyteller, you can take any or all of the story ideas 
presented and expand them before you run your next adven- 


sphere, such as The French Connection or the book Day of the 
Jackal- For action flicks, Jackie Chan's Police Story movies are 
excellent. 

Traitst Characters may be required to have at least one dot 
in Investigation to work for Interpol— they don't just hire anyone 
off the street. 

Characters will often a number of points on the Sacking 
Backg round. depend i n g on how c lo sel y th ey work with Interpol: 
if they are only part-krne, they may only be allowed one dot. 
Characters can also draw upon other Backgrounds: Allies 
(national police organizations in various countries), Contacts 
(the necessary pool of informants) and a Manager (a hands-on 
superior who arranges their cases for them). Some characters 
may get Fame to represent that they have solved a lot of cases 
or brought a lot of criminals to justice, making them heroes in 
the eyes of the press. 


ture. Feel free to weave in other villains and characters into the 


story ideas below. 


\WeWL flCi^NTS 

In this chronicle, the characters are all agents working for 
Interpol, the international police organization that is trying to 
stop Shadoloo. Whether the characters are full-time agents or 
part-time freelancers, they will be sent on various Shadoloo- 
busting missions all over the world. Chun LI is an example of a 
World Warrior who works with interpof. 

The standard set-up for this type of chronicle usually in¬ 
volves Interpol financing the characters' team in return for 
favors. Such favors can include requiring the team to travel to 
tournaments in places where Shadoloo activity is suspected 
and carrying out mission while they are there 

Unlike espionage agencies (sec below). Interpol has to 
follow international laws. It must operate in an "above-the- 
board" position. In other words, the characters' hands may be 
tied by red tape and bureaucratic backlog The characters may 
capture Shadoloo ninja only to sea them walk free as Mriganka 
demands their extradition... and gets it. The team must some¬ 
times defer to the whims of politics. 

Atmosphere: An Interpol chronicle can take some hints 
from mystery novels or gangster movies, such as The Untouch¬ 
ables. Film r>oir movies also work well, as do private eye flicks 
like Maltese Falcon. Modern police dramas can provide atmo¬ 


* The Mystery on the Train: Shadoloo is somehow 
smuggling contraband items throughout Europe, and all leads 
point to one possible connection: the TransCuropean Coach, a 
luxury train that Stops In almost every country in Europe. The 
characters must become passengers on the train— complete 
with false identities— and figure out how the smugglers work, 
This story provides numerable chances For intrigue and detec¬ 
tive work, as well as false leads, including rogue criminals who 
use the train for crimes ranging from blackmailing rich patrons 
on board to petty thievery. The characters must sort through the 
various crimes lo get to the core of Shadoloo. But watch out— 
Shadoloo has been alerted to the presence of Interpol agenis 
on board and has put assassins on the train to hunt for them. A 
hunter can be disguised as anyone from a ticket-taker to a 
kitchen cook. All this occurs as the train barrels along over the 
rails of Europe, The characters must discover where Shadoloo 
hides the smuggled goods and who on board works for 
Shadoloo. 

• Deadly Summit: A very important International political 
summit has been convened. Many powerful and influential 
figures will take part in determining human rights issues. This 
represents a great danger to Mriganka, a country with a long list 
of human rights violations. Will the politicians impose economic 
sanctions against Mriganka? Shadoloo, of course, will try to 
slop the conference and, barring that, will probably try to have 


some of the politicians who stand against them kilted. The 
characters' mission is to prevent this. 

The team must patrol the heavily guarded summit grounds, 
a mansion in France. However, people from all over the world 
are constantly coming and going, making the job of keeping 
Shadoloo out a lot harder, The characters may be looking for 
assassins with sniper rifles, but the true danger is even harder 
to uncover: one of Bison's Theons of the Order of Heavenly 
Unity is here in disguise Instead of killing the opposition, he will 
try to control their minds, discouraging them from taking 
actions against Mriganka He does have bodyguards, how¬ 
ever, to protect him from Street Fighters, 

The Storyteller could mix this plot with "Tourist Trap", the 
story given in this book, If so, it is vital for the characters to 
rescue Barrachi during the adventure so that he can attend this 
conference. Without him, Shadoloo may continue to go unpun¬ 
ished. 

i 

sPttS LIKE Us 

This chronicle has the player characters working for an 
espionage organization, usually one run by a particular nation , 
such as Gammy's British Special Agency, or perhaps one 
organized by the United Nations if (he characters are multi¬ 
national, In the grand tradition of James Bond stories, they will 
be involved in spy activities throughout the world. They may 
even be provided with useful gadgets on each mission to help 
them out of sticky situations. 

Spy learns operate with a lot of freedom but are still bound 
by a rather rigid hierarchy. They will have powerful superiors 
who expect them to follow orders, although how a set of orders 
is carried out is usually up to the characters' discretion. 
However, their activities will often be considered illegal, re¬ 
gardless df their benefit for their country. The team will often 


risk international incidents in the course of their missions. If 
they are caught and discovered, their country will claim no 
knowledge of them and will refuse to help them out, This is tho 
drawback to working in the espionage field— sometimes 
you're so secret that no one wants to claim that you work for 
them. 

Atmosphere: Obviously, inspiration for a spy chronicle 
can come from the James Bond films. However. Kung Fu films 
like Enter the Dragon also Fit into the Street Fighter world 
very well. 

Traits: Spies must usually have the following Abilities to 
carry out their missions: Streetwise, Subterfuge. Security and 
Investigation, They must also be able to defend themselves, 
but most Street Fighters are more than capable of this. 

Spy characters will also have the Backing Background to 
represent their patron agency. Characters may also have 
other Backgrounds: Allies (reinforcements from your agency 
or allied agencies), Contacts (the necessary pool of spies and 
informants). Manager (a hands-on superior who arranges their 
missions for them), Resources (a personal expense account) 
and Staff (agency support teams). Spy characters will almost 
never have Fame: if they do, then their ties to Ihe agency will 
be highly secret, to the degree where ihe Backgrounds listed 
above may be restricted to no more than two or three points to 
represent the fact that the agency tries to keep its interactions 
with famous agents as subtle as possible. 

Stopy 

* Secret Base: The team is sent to find out if rumors Of a 
secret Shadoloo base In the Amazon are true. After slogging 
through miles of jungle, they event lj ally discover the base, 
Hidden in ihe ruins of an ancient city, Shadoloo operatives train 
for a variety of crimes. Normally, the team could sneak away 







and return later with reinforcements, but they realize that the 
madman who runs the base has a nuclear missile he's 
preparing to destroy bis old enemies in Washington. D.C. 
They've gal to stop him now. If the characters encounter 
setbacks, they may even get some last-minute aid from Blanks, 
who doesn't like the idea of rockets firing off from his jungie. 

Rowe ftQtfjcig 

The standard group of characters often fails into this cat¬ 
egory. In this type of chronicle, ihe team works only for 
themselves, either to become rich and famous or to pursue 
other goats, such as vengeance. They may hire Ih&mselves out 
freelance to other organizations, such as Interpol, but for the 
most pari, they are lone knights in the world of Street Fighter. 

This has the advantage of granting a great deal Of freedom, 
but all the drawbacks of not having a powerful group to back 
you up and get you out of jail. Taking on Shadoloo alone is a 
tough proposition. Whole governments have failed at this 
task— how can one lone team succeed 7 In the world of Street 
Fighter, however, luck and grii can get you far, so maybe a 
ragtag bunch of brawlers really can take down Bison's empire 
when more lawful efforts have failed. 

Atmosphere: The goals of the characters should help 
determine the direction of this type of chronicle and will, in turn, 
help the Storyteller find a good atmosphere or mood. If the 
chronicle pits the team against everybody else (the police, 
society, Shadoloo), then perhaps westerns would be a good 
source. Inspiration can come from a variety of outlaw movies, 
such as Tho Wild Bunch, The Magnificent Seven and Young 
Guns. The Seven S^murafisaclassic Japanese samurai movie 
(hat provides a very good source for mood and theme, and any 
number of Kung Fu movies concern the clash of a group of 
characters against a more powerful organization (such as 
Super Ninjas). Of course, there is also the Wesiern-meets- 
Kung-Fu-Film, Big Trouble in Little China 

Traits: Obviously, rogue fighters have to be able lo fight 
and fight well Characters in these chronicles will probably pul 
most of their experience into Techniques and Powers. 

Characters can have just about any Background except for 
Backing 

Stow 

* Freelance Saviors; A small village in Mexico (or some 
other country} is being harassed by Shadoloo. The towns¬ 
people beg the characters lo help them defend their village 
against tho Shadoloo thugs. The pay is poor, but the rewards 
in honor are high. This is, of course, the basic plot of many 
Westerns The characters are (tie guys with white hats who ride 
in lo town to clean up the corruption in a Main Street brawl at 
high noon. 

* Team Vengeance: A sensei of one of the characters js 
killed, and the student must avenge the death of his master by 
tracking down the Shadoloo fighters who did it. If the rest of the 
team will go along with him, they must fight their way through 
many thugs to finally gel to the men at the top, those respon¬ 
sible for the murder 

■ Bases Loaded: One of the characters has a relative with 
a partial interest in a minor league baseball team The owner 
suspects thal the other business interest, the company lhat 
recently purchased a majority interest in the club, is crooked. 
The relative asks the characters to go undercover and check 
things out. either as players themselves (the relative can get 
them a spol an the team} or as management for the team. The 
characters have to pretend to be baseball players to infiltrate 


'Chapter 5: Sir a do loo Id ventures 



lows 

* Bucking the Brass: There's a war going on between a 
rogue Mafia family and a syndicate controlled by Shadoloo. 
Over a series of stories, the team's superior consistency sends 
the characters into action against the rogue Mafia family, but 
he ignores any leads the characters find of criminal activity 
conducted by the rival Shadoloc-controlled syndicate. The 
characters are used more and more to persecute the Mafia 
tamily, while the syndicate is allowed to wage open warfare on 
the Mafia. 

At some point, the characters might uncover some evidence 
that links their superior to Shadoloo. Do they catch him talking 
to someone they recognize as a Shadoloo agent? Do they 
intercept incriminating mail sent to their superior7 Whatever 
the characters find should only be a clue, not definite evi¬ 
dence. 

The characters may decide to buck the brass and refuse to 
follow orders until they get to the bottom of the corruption. But 
what if the clue was false? What if Ihe characters are fired? 
Maybe Shadoloo is behind it alt and wants the characters to get 
angry so they can fire them, keeping them farther away from 
the truth, The characters may wind up working as outcasts to 
clean up the mess in order to prove whal is really happening 
to I hei r pare nt org ani zati on. 

The characters are trying to infiltrate Shadoloo, but it isn'l 
easy. They've got 10 pretend to be crooks and do a convincing 
job of it {or at least have their Backer help them in this). How do 
you infiltrate a den ot criminals without becoming one yourself? 


the travelling baseball team. In actuality, a front company for 
Shadoloo has taken over the club and has paid off, black¬ 
mailed or intimidated some of the team's key players to throw 
certain games so that Shadoloo can make money betting 
against the team. Can the players uncover the plot? If they do, 
they'll be up against a team of athletes who aren't afraid to use 
their bats to silence the characters. 


Smoowo Oum 


A sneaky kind ot chronicle is one where the characters— 
unknown to them— are really unwitting dupes for Shadoloo. 
Perhaps the espionage agency or crime league tboy work for 
is really under the control Of Shadoloo and the characters are 
but puppets on Bison's strings. 

This is an obnoxious but tun chronicle to run, as the Story¬ 
teller sees how many game sessions it lakes For the players to 
get the clues and finally realize what has been going on. It can 
make for high drama and action when they realize who their 
masters really are and decide to knock a few heads 

Atmosphere: Since this is a tricky chronicle, the Story¬ 
teller would set up a fake atmosphere first while hinting at 
something deeper. Films like The Manchurian Candidate can 
provide a suspenseful look ai a world turned topsy-turvy, one 
where Ihe people you're working for aren't what you thought 
they were, Also, the 196Gs British TV series The Prisoner and 
the comic book ihe Watchmen (DC comics) can give the 
Storyteller inspiration. 

Traits: The Traits recommended depend on the "fake - 
chronicle the Storyteller is running The characters should 
probably have some rank in the Manager Background to 
represent a superior that guides them, a superior who is 
actually working for Shadoloo. 


i 
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This type of chronicle could cost characters a tot of honor 
unless they ere successful in their goal. They also risk their 
secret being discovered by Bison's psychic abilities or a 
Theon's strange mental powers. 
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Another risk is that if the characters are convincing enough, 
other Street Fighters will be gunning for them, thinking they are 
true criminals. Also, anyone M. Bison has angered— such as 
T. Hawk— will be willing to take it out on any of his minions, 
including the player character "crooks". 


4 It Must Be Lave: The daughter of a wealthy business¬ 
man has been inducted to the Order of Heavenly Unity. The 
local Thcon has had her transferred to Mriganka itself, The 
heroes are hired to save her. Even if they can get to her, they'll 
have one additional problem— she doesn't want to go back! 


Atmosphere: Many World War II movies where Allied 
forces have to disgurse themselves as Na^ris can provide good 
ideas, such as Where Eagles Dare or The Dirty Dozen 
Traits: The Streetwise Ability may be needed to make the 
first contact or infiltrate the lowest levels of Shadoloo; it can 
also help a character better understand the criminal mind. 
Good fighting skills will be required to advance up the hierar¬ 
chy— Bison wants good Street Fighters on his side. 


* World Warrior Tournament: A World Warrior has 
accepted a challenge to face Sagal at the Mriganka stage 
arena, The World Warrior is allowed to bring three promising 
fighters along as seconds. The heroes must keep an eye out for 
Ninja Assassins, Evil Scientists with sinister gadgets and other 
hazards thal Bison may use to try to alter the outcome of the 
fight. They may even be selected to fight a Shadoloo Street 
Fighter in an undercard match before the big bout. 


If the team has an anti-Shadofoo Backer (such as Interpol), 
they may not be able to contact them for a while. It is too nsky 
to be discovered as agents against Shadoloo. 


• The True Test of Evil: The characters, after success¬ 
fully infiltrating Shadoloo as thugs, come under the notice of a 
Shadoloo Overlord, They are awarded some power and min¬ 
ions to do whatever they want, but they must be careful: it's 
obvious that the Overlord is testing them and waiting to see just 
how evil they can get If they fail the test (if they save innocents 
or fail to kilf their “enemies"), the Overlord may turn on them. 


* Seeds of Destruction: Shadoloo evil scientists are 
planting mutant roses in Hoftand in an effort to force their way 
into controlling the country’s wealthy floral industry. Holland's 
government wili pay handsomely if the characters can destroy 
the rose garden that supplied the seeds, thereby cutting off the 
supply. Can the characters infiltrate Mriganka and destroy the 
mutant rose bush that spawns th© soeds? 

• R averse Impersonal I an: This is a good solo adventure 
for one player's character— Shadoloo had an agent undergo 
plastic surgery to impersonate the character and defame him . 
Can the character find the impersonator in order to clear his 
name? If the character can capture the impersonator, Interpol or 
some other agency will step in and give the character a proposi¬ 
tion. The Shadoloo agent was just on his way back to Mriganka to 
report back to his masters. Could the character go in place of the 
agent, effectively Impersonating the impersonator? What does 
the agency want the character to accomplish in Mriganka, and 
how will the character escape once he gets there? 
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"Tourist Trap" is a story intended for beginning or slightly 
experienced Street Fighter characters. The antagonists in the story 
are Vega and his Span i$h n inja, agents or Shadoloo. The plot of the 
story assumes that the characters will have some need to risk their 
lives to stop Shadof do. This might come from their personal or team 
goals. Revenge against M. Bison, missions for Interpol and previ¬ 
ous encouters with Vega's assassins area few possible examples. 
If the characters are not interested in fighting Shadoloo. then the 
Storyteller must devise other reasons for the characters to get from 
scene to scene. Some possible suggestions are given in the story. 

II your troupe's players are using World Warriors as charac¬ 
ters, you'll have to drastically increase I ho level of opposition 
offered in the adventure. Prepare for World Warrior characters 
by going through Ihe adventure and increasing both the num¬ 
ber of opponents the characters will have to face and the 
statistics for the characters' opponents. 

fcw OmrnE 

Scene One: The team is in Barcelona for a Street Fighter 
tournament. Before the fight can begin, however, they witness 
Spanish ninja kidnapping a famous political reform figure named 
Barrachi. Unable to prevent the actual capture, the team is left with 
no clues, and Ehe tournament is cancelled. However, a local man 
approaches the team and tells them that another tournament has 
been set up that night. They are invited,. 

Scene Two: The team arrives at the address they were 
given and finds a bit of a surprise— it's Vega's arena. The 
tournament is actually a set-up: the Spanish Ninja believe the 
team could be a danger to their plans for the kidnapped 
politician, and they want to eliminate the team. A dirty fight 
ensues. If they win, the team finds clues leading (o a northern 
village where the ninja are hiding. Pf they Pose, they are taken to 
the village to provide a training exercise for the ninja... 


Scene Three: The team arrives in the sleepy hamlet and 
finds nothing amiss. While wandering about looking for further 
leads, the team is attacked by ninja. It is revealed that the 
village citizens are training to be assassins for Shadoloo under 
the tutelage ot Vega. The characters wilt probably be captured 

If 1 hey were eapl u red in Scene Two, the results are sti IP the same. 

Scene Four: Vega has plans for (he learn: they are to 
provide a training exercise for his young ninja. The team 1$ set 
free to floe through the woods while the ninja track them and try 
to kill them However, they roust first get past Diablo, the Mutant 
Bull of Mriganka. Meanwhile, Barrachi, the kidnapped politi¬ 
cian, is to bo taken by plane to Mriganka. 

Scene Five: The resolution of this story is very freeform: 
can the team save Barrachi? II they don't, he'll wind up in 
Mriganka and The characters will have failed. The characters 
may be forced to go to Mriganka to rescue him. 

£tmc>SPH£££ 

This story iries to capture the feel and mood of a down-and- 
dirty espionage action flick, not unlike the James Bond movies. 
It's got assassins, a secret training camp and a master villain, 
It also takes some cues from such manhunt stories as “The Most 
Dangerous Game". 

*** tomtom! 

The team arrives in Barcelona tor a tournament. It's a rather 
low-ranking affair No one here is terribly famous, but it is, 
nonetheless, a chance to rise in Renown and an excuse to visit 
a beautiful Spanish city, If the team has a manager, he (or she) 
has already handled the logistics for them, taking care of 
everything from getting them signed up for the tournament to 
finding a cheap hotel for them io stay in. Otherwise, one or more 
of the characters will have to handle these arrangements. 

The main language spoken here is Catalan, along with Spanish 
and English. Barcelona hosted the 1992 Olympics and still bears 




the marks of an international tourist city. This makes it easier on the 
team, since finding English speakers is not herd, and many signs 
have English translations in parentheses. Of course, if one of the 
characters Speaks Spanish or Catalan, il will be much easier tor 
all the characters to get around. (Just fake some Spanish accents 
when the locals are talking to the characters.) 

The tournament is to take place in a bullfight arena at about 
11:00 p.m. on a Tuesday night. No bullfights arc scheduled. It 
appears that the tournament coordinator, who usually man¬ 
ages matadors (bullf ighters) is also a fan of street fighting and 
has put this event together so show some fights to his friends. 

It is rumored 1 hat a famous political figure from Ihe U.N., Antonio 
Barrachi, will be here to witness the fight (quietly, of course, so the 
media doesn't show up). Characters who get one or more 
successes on an Intelligence + Invesligalion roll will know that 
Barrachi is lending a political crusade against Mriganka and is 
trying to put M. Bison's country under economic sanctions until 
they allow human rights inspectors to view the country 

On Friday night, the team arrives at the Plaga de Toros 
Monumental, the bullfighting arena. Othor Street Fighters are 
already there performing their warm-up exercises. Characters 
may try to impress their opponents by practicing some of their 
Powers here. 

Spectators are beginning to show up, and 1 tie seats surround¬ 
ing the a rena are gettm g c rowd ed. As the tournament is begi nni n g 
to start, there is a commotion in the crowd. In the seats surround¬ 
ing the arena, a tight is apparently taking place. Before anyone 
below can react, two Spanish ninja grab someone from the crowd 
and run off with him into the halts under the arena, moving quickly 
toward the locker rooms. Characters who make successful Per- 
eeplion + Alertness rolls will recognize the kidnapped man as 
Antonio Barrachi. Even if they don't recognize him, people in the 
crowd will begin yelling and talking, and the team can overhear 
Barrachi's name mentioned. 


The team will probably try to take off after the nin^a (it they're 
heroes, that is), Other Street Fighters here tor the fight— perhaps 
even old rivals ot the characters wrl I also run after the abductors, 
trying to muscle the player characters out Of the way. They want 
the glory of resn umg Banach i for themselves How do the players 
react to Shis? They might fry starting a fight with their obnoxious 
rivals. If so, the ninja get dean away. Otherwise, the team can see 
a ninja disappearing out a side door down the hall. 

When they get to the door the characters will hear an engine 
g-unni ng an d she tires peel ing on l he asphault outside. As they get 
outside, the team sees a van driving away, which soon disap¬ 
pears into the crowded si reels. The van has no license plate. 

If the characters try to steal a nearby car and begin a chase, 
ihey will be decayed by hot- wiring the vehicle, and even Ihen, the 
streets are hopelessly crowded with traffic. The van is gone 

Having Barrachi disappear with his abductors is an impor¬ 
tant element of the story, so don't allow the characters a 
chance to get more than brier glimpses of the kidnappers 
during the whole chase, and don't give thorn a chance to save 
Barrachi... not yet. 

As they return to the arena, the team will find that Ihe 
tournament has been cancelled. The coordinator is already 
talki n g to the pel i c e. The team' s ma n age r recemme n d s that th e 
team should leave quickly; he doesn't want them to be caught 
in a tong round of police questioning, Ho says that he'll handle 
it and meet them back at the hotel, 

f\H iMVfTflTIOM TO A f W«T 

On the way back to the hotet, the characters are ap¬ 
proached by a small Spanish man He is very well-dressed and 
appears somewhat wealthy, but tie nonetheless has the de¬ 
meanor of a card shark or used car salesman. He introduces 
himself as Miguel. 












He speaks to them in a heavily accented voice. "I recognize 
you, gentlemen. A/e you not Street Fighters? Yes, I was at the 
arena, and 1 am sorely disappointed that there is to be no fight. 
Bui I know of another tournament in town, one taking place this 
very night, Are you interested? It would be a shame for you to 
have come all this way for nothing!" 

If the teem is interested, or even it they hem and haw, he will 
say: "Please, if you accept, come here tonight at 3:00," He 
hands one of the characters a card and loaves. Printed on I he 
card are the following directions: “El Toreador Restaurants— 
Live Entertainment! Passatge de la Banca, off the Rambla de 
Santa Monica, near the Museu de Cera." 

The team's manager, who shows up at the hotel later, will of 
course say that they should check gut the fig tit He's worried 
that their visit to Spain would be a waste of time otherwise. 

Som tecA'sfcm 

The characters must walk through the Las Ramblas prom¬ 
enade to get to the address given to them. This is the seedy part 
of Barcelona, filled with grimy bars and unsavory merchant stalls. 
It is already late by the bme they can get here, and the nightlife is 
in full swing. As the learn walks through, characters may hear 
snatches of conversation around them, and perceptive ears will 
hoar criminal transactions going on, from drug deals to weapon 
purchases (only small pistols are available here). 

The characters will be propositioned a couple of times. People 
will ask them if they want la buy watches or beer or rather unsavory 
things best left to the Storyteller's imagination, A girl will give one 
of the characters (preferably a rich-looking one) a rose and smile 
as she leaves If the character accepts it and carries it, he will be 
considered a "mark" by the girl's fellow pickpockets. 

PtOKPoorn 

As the team wades through the crowds, the character with 
the rose will be accosted by a pickpocket. However, he may 
nol realize it until it is too late, for this criminal is very good at 
what he docs. Ho has to be— it's how he survives on the 
streets. The Storyteller should make a resisted roll using five 
dice (the pickpocket's Dice Pool) while the character rolls 
Perception + Streetwise. This represents the pickpocket bump¬ 
ing into him and trying lo gel away with something valuable. 

If the pickpocket succeeds, he gets away with a wallet, a 
watch or some other valuable item belonging to the character, 
who won't notice its loss until he tries to use the item. If the 
player matches or gets more successes than the pickpocket’s 
roll, he realizes that he is being filched arid can atop the crook. 
The fellow will immediately rum however, trying to escape into 
the crowd. If he is chased, the Storyteller can call tor another 
resisted roll using six dice for the thief: characters roll their 
Dexterity 4 Athletics. If the characters succeed, they can catch 
him: otherwise, he escapes. The thief has nothing to do with 
rest of the story— he is merely a diversion. 

As the characters near their destination, they see the Museu 
de Cera and the Expomuseu, two wax museums (both dosed 
at this hour) Down the blook from them is the address the team 
is trying to find. 


The El Toreador Restaurants is an underground restaurant. 
One set of stairs leads down to an open door. However, there 
are two brawny-looking toughs standing outside the door 
obviously working as bouncers, If the characters present the 
card they were given, the men wifi grunt and let them pass. 
Otherwise, the men will shove them when they try to pass, 
saying something in Catalan. If the characters say something 
in English or Spanish, one of the men will reply. "No enter. 
Invitation?" This is the cue for the characters to show the card 
if they haven't already 

One of the characters may get into a fight if she doesn't like 
being shoved, The men are only trying to keep unwanted 
visitors from entering, but will gladly beat the pulp out of 
anyone who resists too hard. However, these guys aren't Street 
Fighters, so any fights with them probably won't last long. Use 
the “Gangster" Trails given in Appendix Two of the Street 
Fighter rulebook. 

Once in the restaurant the characters will not be bothered: 
everyone assumes that if you're inside, you've gol an invite. As 
the characters look around them, they may recognize Ihe 
place, eilher from pictures or stories they've heard. Tables with 
raucous customers circle a square, open floor, af I owing the 
diners to see the floor, This is no dance floor, for chainlink 
fencing blocks the tables from the open area. Perceptive 
characters may recognize long-dried blood stains on the stone 
floor. Each character should get a Perception + Arena roll; 
even one success will allow a character to realize that she is 
standing in the arena of Vega s stage 

ftamf 

The characters are watched from the moment they come in, 
Miguel, the man who gave the team their invitation, is in a far 
corner, obscured by darkness and smoke Unknown to the 
characters, he watches the team and gestures to a waiter r who 
nods and approaches the characters, "This way, sirs/ the 
waiter says, gesturing to an empty table looking out on the 
arena, Before the team can ask any questions, he disappears, 
but Miguel comes up 10 the table 

"Ah, you have come! f3ue.no, bueno. I am glad you are here, 
for no one else has shown. The other fighters have perhaps 
been detained by the police atthePlaga, yes? But you are here 
now, so the customers will not be disappointed. 

"Oh. do not worry, f will pay well, much more than the 
tournament you came for. I have a challenge tor you, a very 
good fighter. She is very dangerous. I will bring her out, and 
you can decide, if you choose not to fight, well then, we will not 
necessarily think you cowards We Spanish are magnanimous 
to our guests." Before they can ask anymore questions, Miguel 
slips away 10 ihe darkened corners of the room. 

The Storyteller should come up with a reasonable amount of 
money for Miguel to offer the characters, one that would be 
desirable to the team - ■ a low amount if they are poor or a high 
amount if they are rich. 

After Miguel slips away, music immediately starts, a loud 
trumpeting fanfare. Lights click on, bathing the open arena, 
and the patrons begin to hush. A portion of the stone wall at the 
far end of the arena slides open and a woman slowly steps from 
the shadows. She is dressed much like a bullfighter matador, 
with a short, black jacket and tight black pants, and she has a 
red cape thrown about her shoulders. She is incredibly beau* 
tiful, and an ‘'aaah" is heard from the patrons as they are 
captivated by her looks. 



She steps to the center of the ring and speaks in Spanish. She 
wifi then repeat herself in English. “Who will step forward? Who will 
test his skill against Dulcinea?" 

If the characters don't get the clue that she is waiting for one of 
them, Miguel wifi suddenly appear ai their table, saying, H Well? 
Who is bold enough among you?" 

When one of the characters stands up and wafks towards the 
arena, the crowd will rise up and cheer, applauding her bravery. 
A waiter will ask the character her name and then announce it 
loudly to the crowd, who will begin to cheer the name aloud. 

Basically, Pulcinee is here la fight any challenger one-on-one. 
Tonight, she will challenge the characters. As long as she defeats 
her opponents, she will keep challenging the characters one after 
another until one oi them begins to beat her. Then she'll call in the 
cavalry. 

Six Spanish ninja are hidden throughout the crowd {you may 
want to adjust ihe number of ninja based on (he number of 
characters in the troupe). They will attack the characters left at the 
(able on Dulcinea’s cue. If Dulcinea is about to lose tier fight, she 
will give the signal to the ninja, who will attack the other members 
of the characters' team {the characters who are still sitting at the 
table watching their comrade fight Dulcinea). Dulcinea will then 
attempt to finish off her opponent, but if she should lose, then two 
more ninja will open the gate and come into the ring after the 
character who boat her. 

Dulcinea, Miguel and the ninja all work for Vega and are Inlent 
on capturing the characters far questioning. Vega, who was 
behind the kidnapping of Barrachi, does not want any Street 
Fighters to get in the way. Since the characters were among those 
who responded to the kidnapping by chasing Miguel's ninja, the 
team was lured into a trap. Even if they didn't chase the kidnap¬ 
pers, Vega will believe they are dangerous to his plans, basing his 
conclusion on their reputations [okay, so he’s overestimating the 
characters, but better safe than sorry}. The whole eveni ng is a set¬ 
up, and their goal Is the team’s capture. 

The patrons of the restaurant are not part of Vega's organiza¬ 
tion, but they all know better than to get in the management's, way. 
When the ninja attack, they will try to sit very still and wait for the 
fight to be over. T hey will then go back to their merrymaking as if 
nothing happened. If a patron is drawn into a fight, he or she will 
instead try to run away. The team has no allies in this place. 

If the Team Wins- 

If the characters win (he bailie by knocking out all the ninja, 
Dulcinea will flee through the stone door (unless she is also 
unconscious). The door opens by a concealed latch hidden in the 
stone It will take three successes on a roll of Intelligence * 
Security to figure out how to open the door, but by that time, she 
will have escaped down the tight corridor and out the back alley. 
If the characters can find a way to give chase, she wilt still expertly 
lose herself in the revelling si reef crowd— this is her element. 

As the characters defeal the last ninja. Miguel can be seen 
fleeing through the kitchen door and from there lothe streets. 
However, he cannot slip into Ihe crowd as easily as Dulcinea, 
so the characters may catch him If they give chase, they need 
to roll their Perception + Alertness rolls resisted by Miguel's 
Dexterity 4 Streetwise (5 dice); the one with the most suc¬ 
cesses wins. If Miguel wins, he gets away. 

If the characters interrogate Miguel, Dulcinea or one of the 
ninja, they must make an appropriate Interrogation or Intimida¬ 
tion roll {Storyteller decides the type of roll based on tho 
situation). Any of ihe villains can tell the characters that 
Earrachi is being held in a village to the north caited Santa Toro. 
That is all they know, however Additionally, Miguel has an odd 
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business card in his wallet for a toy store in Santa Toro, which 
might tip the characters off. 

It is advised that the characters pot involve the police in this 
fight, since for all they know, Vega might have paid the police 
off. The team's Manager, if necessary (and if he's there), will try 
to Jead 1 the characters out of the restaurant before the police 
can be involved. Ho reminds them that <t they are questioned 
by the police, they lose precious hours trying to save Barrachi. 

The Storyteller will have to handle such questions on her own. 
It the characters do want to involve the poiice. they are taken and 
held for questioning over the next 12 hours (Barrachi will be in 
Mriganka by then; see below). They are then released and told to 
go home. If the characters ask the police what they're doing to 
help Barrachi, the police will tell them that it's a police matter and 
that all information will be released at the proper lime. [Gracias, 
buenosnoeftesand actios.)They haven't been paid off by Vega 
they're simply buried under bureaucracy. 

Of course, if the characters have a Backer, such as Interpol 
or an espionage agency, then they can get help from them. 

fr nte 7 $ah Loses... 

if the characters are defeated and successfully captured, 
they will be bound and gagged and taken to the training camp. 
Go to Scene Four. A 

Honor and Grow 

Be sure to give out Honor and Glory awards or penalties 
based on how the characters do, especially in the arena with 
Dulcinea. Refer to the rulebook for guidleines. Also, characters 
who get too rough interrogating prisoners should lose one or 
two points of Honor. 


bittern* 

Dulcinea is one of Vega's prize pupils, a ninja and bullfighter 
paroxcotfence. Raised in poverty in the province of Andalusia, 
Dulcinea wanted nothing more than to make up for her impov¬ 
erished youth with vast amounts of wealth and power. She left 
home at fifteen and has not seen her family since. She harbors 
a great hate and embarrassment for her parents because of 
their poverty, 

Vega found her plying a trade as a petty thief on the streets 
of Barcelona, (repressed with her attitude (and her looks), he 
took her in and began training her In Spanish Ninjitsu, She soon 
became his favorite student, and he entrusts her with many 
important duties (such as I fie one tonight, b ash«ng Street 
Fighters). 

Should she tose tonight. Vega wifi be ashamed of her, but tie 
will eventually forgive her losing. However, because the char¬ 
acters caused her to suffer shame in Vega's eyes, she will 
never forgive them; they will have a Irfe-long enemy. 
























































































Chapter 6: Tourist Trap 


Spanish Ninja (q&m 

These men and women are Vega'S elrle force. They are 
trained for Shadoloo operations throughout the world. Despite 
the name, most of them are not Spanish: they come from all 
over the world- The name refers to their style of fighting. 


LenwG the Characters kecover 


| nl' ----- 

Som T ^e: he WlAQE 

There are two ways the characters can get to (he village 
featured in this scene: 

1 Discover it by questioning a villain after The restaurant 
brawl and go there immediately, or 

2. Got captured and taken there by the ninja. If the charac¬ 
ters were captured, the action starts up again in Scene Four. 
However, the Storyteller should read this scene for vital infor¬ 
mation on the village. 


<,f\m Tt>kO 


Santa Toro is sequestered in luxuriant pine forests. The town 
began when a rich landowner cieared out sections of wood¬ 
land decades back and created pastures for raising bulls. The 
landowner raised them tor use in bullfighting, his favorite sport. 
The town got its name from a strange and sacred bull, which 
was said to cause miracles of healing here years ago. How¬ 
ever, the bull has long since died, and the village has declined 
in the past few years. It no longer provides prize bulls. None¬ 
theless, a few tour i at & occasionally wander through to see the 
pasture where the sacred bulk once grazed, although this local 
oddity has been largely forgotten by now 

Characters who approach the village on foot and off the 
road can see the pastures through the trees. Many bulls and 
cows graze contentedly in the fields, many more Than would be 
expected for a village that no longer herds them. 

The village itself Is quite small, made up of a few buildings 
efustered along a road that ends in a cul-de-sac next to the 
mountains. Quaint houses can be seen down path's and Irarts, 
and them are a tew more houses scattered behind a bend in 
the trail, unseen from the village center. 

The town's center consists of a few shops, soiling such items 
as pastries and homemade toys. There is a fountain at the end 
of the road, which the cpj-de-sac encircles. There are no 
lodgings in the village: if asked, the villagers wiii mention a 
hostel in a town about twenty minutes down the road. 

The villagers themselves are quiet and watch any visitors 
wanly, They do not speak unless spoken to, bul they will be 
courteous and helpful. Their attitude tends to drive tourists 
aw'-ay quickly, which they prefer The only time the villagers will 
seem angry is if the characters walk down the small trails away 
from the village, towards the pastures. In this case, the chan 
acters will not be stopped, but the villagers will tell them not to 
go there. “The bulls... peiigroso... dangerous.' 
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Thrs sleepy little hamlet is actually Vega's assassin training 
farm. All the villagers get paid well by Vega eo make the place 
appear to be an unfriendly and boring village forgotten by time. 
Some of the villagers are even beginning ninja working on their 
disguise skills to see how well they can appear to be "normal" 

Vega himself is here, but he keeps a hands-off policy as 
much as possible, letting his minions handle the character’s 
team. However, if the team manages to beat his men, he will 
slap in and take them down himself. 

Antonio Barrachi is indeed being held here in a small house 
near the bull pastures. He is to be transported to Mriganka 
tomorrow. If the team does not succeed >n rescuing him here, 
they will have tb travel to Mriganka to yet him. 

* The Shops: Ihe village stores seem quaint and touristy, 
but they all hide the same secret: they are all centers of ninja 
training. I he pastry chief is a master poisoner who Teaches pupils 
how to expertly hide poisons in various meals. The toymaker 
devises traps for the ninfa and teaches others how to make them. 
The clothier teaches the ninja how to hide secrel weapons or 
documents within the seams of clothing. However, it would take 
several successes on a Perception 4 Investigation roll to find 
clues of these activities while searching through the shops. 

- Pasture #1; This 1$ the main bull pasture, where many 
fine specimens graze in contentment. 

4 Pasture #2: This smaller pasture is used by the ninja tor 
training. Ornery bulls are placed here, and the ninja must run 
through the pasture, avoiding them Advanced training re¬ 


quires the ninja to kill them. When the characters are in town, 
there Is no training going on; it is just a pasture with mean bulls. 

- Pasture *3: Diablo's Pen, This is the pasture reserved 
for Diablo, the Mutant Bull from Mriganka. See Scene Four 
below. 

Jwmv TO TW Wt^e 

The route to the village where Barrachi is supposedly being 
held begins on a main thoroughfare, but eventually leads to 
small back roads, winding through pine forests near the 
mountains. The journey takes about forty-five minutes, the 
village. Santa Toro, is hidden at Ihe fool of the Monserrat 
mountains, and judging from the conditions of the roads, «t 
does not get many visitors. Most ot the tourists come intend 
to the Monserrat Monastery, which is nnl too far away. 

The learn needs a car to gel hare (a cab would be quite 
expensive this far). How I hey get one is up to them. Rentals are 
relatively inexpensive; a Manager should have whatever skills 
are necessary to finagle one if the team is low on bucks. 

The characters will be able to get to the village before dawn 
if they leave the restaurant immediately: the fight and the drive 
lake at least that tong. Other character actions (getting a car, 
etc.) will add to this time. 

The team can either drive Into the village or park on the 
outskirts and go icon foot, depending on whether they want to 
sneak in or not. The information given below is broad enough 
so the Storyteller can run either option. 

As soon as the characters enter the village, word will spread 
to Filipe D’Aragon, Vega's second-in-command He will send 
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ninja (disguised as villagers) to watch the characsers up close, 
trying to figure out what they want, If any ninja escaped from 
the arena in Scene Two, they would have fled hero, and the 
village wifi be expecting the team. 

fn any case, a friendly villager will recommend to the 
characters that they visit the Bull's Chapel, a holy site erected 
in honor of the sacred bull that made the village famous. He will 
point the way down a wooded trail. 

The Suit's Chapel 

The path to the chapel is overgrown but dear enough to find. 
After a few bends through the woods, which block the village from 
view, the path finally leads to a small stone alcove, It is overgrown 
with ivy and hasn't been tended in a long while. Inside is a statue 
of a bull's head. A few vohve candles lie scallered on the floor, 
covered by wind-blown dirt and pine needles. Altogether, the 
effect is that of an old neglected pagan temple. 

When the characters approach the alcove, a group of ninja 
will suddenly attack 

The characters need three successes on a Perception 4 
Alertness roll to notice the well-hidden ninja before they ioap 
from the trees. Anyone who fails the roll will be at -3 Speed on 
the first combat turn. Use the Traits given in Scene Two for the 
Spanish ninja. There are ten ninja (or more if there are lots of 
characters—there should be twice as many ninja as charac¬ 
ters). Use the hex map of the Bull's Alcove to run the combat. 

The first thing the ninja do is drop a giant net over the team. 
The net has been camouflaged in the trees above and covers 
a circular area six boxes in diameter, They will drop the net so 
that it will capture as many characters as possible, In I he firs! 
turn, characters can try So avoid the net. The net "acts" at 
Speed 5; anyone with a Speed higher than 5 can move out of 
its diameter before it fafls. Anyone who can't move the required 
distance— or can't act In time— is caught. 


Characters caught in the net will suffer a -3 penalty to Speed 
for all maneuvers until they can escape, In addition, Damage 
is -1 due to the constricting net, and Movement for air maneu¬ 
vers cannot be more than t. 

Three successes on a Strength roll are required lo break 
free (ripping the net around the character). Alternatively, the 
character can slowiy move to the edge of the net and slip out. 

The ninja are trying to subdue the characters, but if they fail, 
the Storyteller should feel free id bring iin the big gun: Vega 
himself. If Vega shows up. he will shout at the team, demanding 
that they stop Iheir useless struggle, Rail his Manipulation + 
Intimidation: the characters may resist this with a Willpower 
roll. Anyone who had fewer successes than Vega will stop 
dead in the middle of the fight, realizing who his opponent Is 
and just how easy ft would be for Vega to smear a beginning 
Street Fighter over the bark of the nearest iree. The ninja will all 
abort to Block maneuvers until Vega tells them otherwise. Any 
character who persists in fighting at this point will have lo fight 
Vega—he doesn't have a lot of patience and wants lo got these 
“spies" to the cottage quickly For interrogation, ^ 

If the team wisely stops struggling, they will be politely 
escorted to the cottage. Vega will even take off his mask during 
the short stroll, granting them a vision of his beauty. 

If the team still fights on. have Vega enter the fray quickly 
and take out character after character. More ninja will arrive 
until the characters are overwhlemed by the.odds 

ft ninja subdued the characters at the restaurant in Scene 
Two, the characters wift be expertly bound in ropes and 
transported by van to the village. They will be knocked unqpn- 
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I stiouswitli chloroform, just to he sure they don't try anything. 
When they awaken, ihey will be lying on a dirt floor in what 
appears to be an old barn. Daylight streams in through the 
cracks between the wall boards. As the characters awaken, 
they will be pulled to their feet and taken to the cottage. 

If the characters were captured at the Bull's Chapel in Scene 
Three, they will be taken straight to Vega at the cottage (sec 
Vega's Int&rrogaiion below}. 

Vega's twrew* 1 ** 


The tsam is led into the small one-story cottage. However, 
the furniture Inside Is quite modern and expensive, with de¬ 
signer chairs and tables carefully placed about the living room. 
Tied to a chair in the comer is Antonio Barrachi. Vega watches 
both Barrachi and the characters expectantly, but when he 
sees no sign of recognition on Barrachi's face, he will be 
confused. He will ask Barrachi, “Do you know these fighters?" 

Barrachi shakes his head. Vega will look angry and turn to 
the c h araote rs- "Who are you ? Why di d you try to save Barrac h i? 
Who do you work for?" 

In his paranoic, Vega wilt not believe them if they say they 
are doing it because it is the right thing to do. He believes they 
are members of some police or espionage force (maybe they 
are}, and he will grill them to get any information proving so. He 
wilt slowly rake his sharp claw across their chests, trying to 
scare them into spilling their guts. 


Make a resisted roll between Vega's Manipulation -i- Intimi¬ 
dation and the characters' Willpower. They need to beat 
Vega's successes or they will reveal something about them¬ 
selves under his harsh questioning, If they work for Interpol or 
some other group, Ihey may accidentally reveal this to him in 
some off-hand way, such as blinking at the wrong moment 
when he puts forth the question. Even if he doesn't get the 
answer he wants, he will believe them to be spies. 

Also in the room, no! saying anything, is a Spanish man in a 
wheelchair. This is Filipe D’Aragon (see the "Rebirth of Honor' 
Prelude in the Street Fighter lulebook). He is crippled; due 
to the mysterious power of Dim Mak kung fu. his legs are now 
useless. His days as an assassin are over, so he instead runs 
this training camp for Vega, whom Filipe secretly despises. He 
also despises the characters, for they are Street Fighters, arid 
it was a Street Fighter who crippled him. 

A villager comes into the room and says, "Beautiful Vega, we 
just received the call. The plane from Mriganka will be here in 
half an hour." 

Vega will reach out for the man and toss him out of the room. 
"Fool! How dare you reveal such information before those 
spies!" He then laughs and grins evily at the characters. "Well, 
well. Something must be done with you, and I have a perfect 
idea. You are fighters, yes? Well, then you can fight my men: 
they need practice It is hard to find good fargets, and assas- 
sinaiion takes training. 1 will allow you to be killed by my men 
In return for your invading my camp so rudely " 

TtmEuufusm 

Vega tells the ninja to lead the team to the nearby bull 
pasture {#3 on the village map), which is surrounded by a 
wooden fence except on the side bordering the woods. He 
follows them out and commands the ninja to cut their bonds. 
When the characters are tree, he says. "You win be given ten 
minutes to get as far away as you can, and then my men will 
come after you, Run. spies! Run I' He backs away, motioning 
them to run, but then says, “Oh, yes, I forgot. You must first get 
past my bull. The clock starts now." 

The characters hear a snort from across the pasture and the 
sound of dirt being kicked up, Between them and the woods is 
the largest bull ever seen in anyone's nightmares staring at 
them and preparing to charge. This is no normal bull— it is 
Diablo, the Mutant Bull of Mriganka. A winged skull brand, the 
sign of Mriganka, can clearly be seen on its flanks. The bull 
charges. 

Use the hex map of Diablo's pasture. The characters have 
to get past Diablo and into the woods (where the bull cannot 
follow them} and must evade or defeat the ninja who will begin 
chasing them. While the characters batile Diablo. Vega's ninja 
will position themselves around the fence to knock down any 
characters who try to jump or straddle the fence. 

At the beginning of the bull's charge, Vega will say. "Here, 
pe rhaps th I s wifi help..." Th en he w ill throw a red cape ova r on e 
of the characters, blinding him for the first turn of combat. The 
ninja will laugh, 

Diablo will charge at the character with the cape. This cape 
is either a bane or a boon to the characters, depending on how 
they use it. Diablo will never charge a character who is within 
two hexes of the fence. Instead, he will trot forward and gore 
the character with a swipe of his massive horns. Diablo has 
been harshly trained to never charge the fence. However, if a 
red cape were to be placed over Diablo's ayes, ha would 
charge forward madly and not see the fence... 



if the characters are clever enough (probably through use 
of several Stunt Combat Cards) to lure the bull to charge the 
fence, ihe ninja will scatter in fear, and the bull will easily shatter 
the fence and charge on into the village. This will make the 
events in Scene Five (see below) go easier for the characters. 
Vega will lead some ninja in subduing the maddened bull 
before it can destroy his village. The upshot of this is that the 
ninja will be distracted, and the characters may find it easy to 
slip back to the cottage and rescue Barrachi However, not all 
the ninja are taking on the bull: some will still hunt the team .. 

This monster of genetic engineering was developed by 
Bison's mad scientists on Mriganka at the request of Vega, who 
wanted a strain of prize bulls for training. Wolf. the scientists 
went overboard and created something !hat can hardly be 
called a bull anymore, The beast is more intelligent than most 
animals. Although he doesn't approach human Intelligence, 
Diablo is cruelly cunning. Vega hates the thing— Diablo is ugly 
and brutish. Vega would have sent the beast back to Mriganka, 
except that i! provided a perfect tool for him to get rid of any 
students he didn't like— he just sent them to train against 
Diablo. 

Diablo's main tactic against the team will be charging the 
characters and preventing them from entering the woods, 
where he cannot easily go (he is too big to fit through the 
closely spaced trees). Once up close, he will try to gore a 
character However, he has a temper that is unbelievable. 
Once he takes one Health Level of damage, he will be enraged 
and stop at nothing to take down the character who wounded 
him— even if other characters wound him worse In the pro¬ 
cess. The only thing that enrages him even more is the red 
cape. 

It the team actually succeeds in defeating the bull in com¬ 
bat. the Storyteller should divide six points of Glory among the 
team members, depending on which characters behaved 
heroically. 


The following maneuvers apply only to the bull (characters 
may not purchase them) 

• Charge (Athletics}: The bull lowers its head and runs 
full tilt towards its target, like a locomotive at full steam. 

* Gore f Punch): The bull lowers its head under an 
opponent and quickly raises It, attempting to Impale him on his 
horns. It successful, the opponent is speared by the horns and 
then tossed three hexes away 

Special Grabs/Knockdown/Keoekback excep¬ 
tions: Any character trying to knock Diablo off his feet, or 
attempting to knock him backwards a hex (while using a 
special maneuver, such as a Double Dread Kick, for example) 
must do more damage than the bull's Stamina. Otherwise. Ihe 
monstrous bull doesn't budge, and the character must imme¬ 
diately end the Special Manuever. 

Additionally, a character must first beat Diablo in a resisted 
roll of Strength versus Strength before a character can even 
attempt to execute a Grab manuever against Diablo 

Scene five-*« eue 06 

DEfeflT 

Mmm Tactics 

The ninja will spread out in a line from the pasture after ID 
minutes has passed, Use the map of the village and surround 
ing pastures to figure out the hunt. Fifteen to twenty ninja 
spread out in teams of two. (If Diablo is loose, use half as many 
ninja—the rest must fry to subdue Diablo instead of hunting the 
characters). The farther they get from the village, She farther 
apart these teams will be as they spread outward to capture the 
team in a cordon. If the team can avoid them for 1 5 minutes or 
so. then the cordon may be wide enough for the team to slip 
back in between two ninja teams and get back to the village. 


Name; pi. ablO 

Style; none 

Boss: 

! VE&A 

Strength 

•••••••• Charisma 00000 Perception 

•0000 

Honor <? 

Dexterity 

••000 

Manipulation OOOOO Intelligence 

OOOOO 

Glory 3 

Stamina 

•Mtttf 

Appearance OOOOO Wile 

••000 

Rank c 


Other Traits 


co/iwrep 


augflTNEse ••##Q 

##ooo 

^GOSGO 

ooooo 
ooooo 


_OOGOQ 

JDGGGQ 

00000 

OOQOO 

QOQQO 


Weapons: 


Speed 


Damage 


Move 


Chi 

OOOOOGQOOO 

□□□□□□□□□□ 


Willpower 

ifiOOOOOOO 

□□□□□□□□□a 


Health 

J J □ □ □ G □ J □ □ LI 1 J LI J IJ J l J □ -J □ 


Manuevers and Powers 

Speed Damage Move 


Punch: Jab 
Strong 
Fierce 
Kick: Short 
Forward 
Flound house 
Grab 
Block 
Movement 
_ 
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Avoiding the ninja and returning to the village will lake at 
least two successes from each character on a Dexterity 4 
Stealth roll. The characters may ond up taking out one team of 
ninfa and then sprinting hack to the village as the other ninja 
learns give pursuit. 

piAfte! De IHamc. 


Can the characters get back to the village within half an hour 
to prevent "the plane' from taking Banachi away? After the 
characters' battle with Diablo, Vega will have immediately 
returned to Barcelona, leaving the matter of Barrachi in 
D’Aragon's hands. 

However, if Diablo is let loose by the characters' heroics, 
Vega will instead be busy catching the bull. Vega will direct his 
ninja in the attack, but will eventually jump in and take Diablo 
down himself (he can do it, too!). Vega will then drive back to 
Barcelona, 

The village map shows where the landing pad is. The plane 
is a hoverjet using special technology designed by Bison's 
scientists, It will lower itself from the sky and land for five 
minutes. Two Shadoloo thugs will exit the plane and walk 
towards □'Aragon. Barrachi is bound and held by two ninja (all 
the other ninja are combing the woods for the team). The thugs 
will take Barrachi. board the plane, and then take off again, 
heading for the Gulf of Thailand and Mrigarika. headquarters 
of Shadoloo„ 
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It the characters can fig,hi their way back, they may be able 
to grab Bar radii and run. They will have to face the two thugs, 
the two ninja and D’Aragon, However, since D'Aragon is 
crippled, be will not join the battle. In fact, at the Storyteller's 
discretion, he may even try to secretly aid the Street Fighters, 
since the escape of Barrachi will anger Bison, who will take his 
anger out on Vega. 

If the characters deteat the thugs, the plane will take off, 
even though Barrachi is not on board. The characters can 
escape by taking a car from the vUsage (or then own car, if they 
have one); otherwise, they may have to fight the ninja in the 
woods. The ninja will not come near the main road, so once 
there, the team will be safe. 

If all goes well, and the characters successfully rescue 
Barrachi and return to Barcelona, then the El Toreador restau¬ 
rant will close down for a few weeks to avoid police pressure, 
but it wiil silently open again later after certain authorities have 
been blackmailed and bribed to do nothing, Also, Vega wilt be 
Forced to quickly move his training camp to another location, at 


If THE CHAEACTCES 10 

ReseU £ EaeWChi- 


If Barrachi is put on the plane, he will be taken to Mriganka. 
where he will face M. Bison. Bison will use his strange powers 
of mind control on Barrachi and then release him unharmed. 
However, Barrachi wifi begin to secretly serve M. Bison, his 
crusade against Mriganka will end. 

Alternatively, the Storyteller may expand the adventure to 
have the characters intercept the hovercraft before it reaches 
Mriganka, or even take the adventure to Mriganka itself, as the 
characters invade Bison's headquarters lo rescue Barrachi. 

However the adventure concludes, remember to award the 
characters with experience points. See the rutebook for guide* 
lines on how much experience to award the characters. 1 


1 


least for a while. 


Each character will receive one point of Glory For the rescue 
and may get one additional point if he accepts various news¬ 
paper interviews about the heroic rescue mission . However, if 
the characters allow themselves to appear in headlines, Vega'a 
wrath will know no bounds He will hold an eternal grudge 
against the characters after they emharassed him in his own 
country 

Barrachi will continue his campaign against Mriganka; 
whether he succeeds is up lo the Storyteller and the outcome 
of future adventures. 


BRi&6 














































Emperor ot Evil 

From his island nation of Mriganka, Bison spreads his evil 
psychic influence across the world. This malevolent monarch 
commands his villainous armies in their war to corrupt the 


world . 


World leaders are powerless. Global authorities are 
paralyzed by international treaties... 

A Desperate Call for Heroes 



ISBN 1-56504*1 £3-4 $ 9.95 


99379 19501 


The world is in desperate need o f heroes willing to 
put their lives on the fine and their abilities to the test 
fo take down Shadoioo. 


This book gives you everything you need to 
know about Shadoioo and its rote in your 
Street Fighter chronicles, including: 


* Descriptions of Sagat, Vega and M. Bison 

- Three new martial arts styles with new ( | 
Special Maneuvers 

* Details of Shadoioo 's global operations, ^*8 

including Bison’s island fortress of Mriganka ■ 

* "Tourist Trap", a ready-to-run adventure — 
can the characters survive a run-in with 
Shadoloo’s Spanish assassins? 

This supplement is to be used in conjunction 

With STREETFIGHTER: THE STORYTELLING GAME 
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